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/ met a traveller from an antique land. 

Who said —Two vast and trunkless legs of stone 
Stand in the desert,.,Wear them, on the sand. 

Half sunk a shattered visage lies, whose frown, 

And wrinkled lip, and sneer of cold command. 

Tell that its sculptor well those passions read 
Which yet survive. stamped on these lifeless things , 

The hand that mocked them, and the heart that fed; 

And on the pedestal, these words appear: 

My name is Ozymandias. King of Kings; 

Look on my Works, ye Mighty, and despair! 

Nothing beside remains. Hound the decay 
Of that colossal Wreck, boundless and bam 
The lone and level sands stretch far away.” 

—Percy Bysshe Shelley, "Ozymandias" 

L | am Ozymandias, king of kings," the Egyptian said to 
himself, Staring out over the endless desert, he fell the 
ageless ness of the land. Some had believed him mad to accept 
this assignment. Why build a base out here, at the risk of the 
Egyptian government blaming Libya, and the Libyans blaming 


Egypt? Wouldn't a para military complex attract too much atten¬ 
tion? 

Bui as he star ad out over the desert, the Egyptian knew that 
their complaints had been just so much noise, Here there was 
nothing for miles in any direction, except for dunes, the occa¬ 
sional outcropping of rock, and scorpions. Yet he had the 
strange compulsion to come out here tothe proposed campsite 
every evening, just as the sun touched the horizon. 

"You will go," M. Bison had said, pointing at the map, J and 
build a base—here. In the next great war, this is where the true 
bailies will be fought, This land and the lands surrounding it 
were the birthplace of human civilization, and it is here that true 
domination must begin, We will control this place, and the rest 
of humanity will follow.’ 

M Bison certainly had the mind of a conqueror, but noi that 
of a true king. Though he might make an excellent general, it 
required something more than Bison had to command the (rue 
respect and loyally necessary for any but the most fleeting 
victory, 

The Egyptian strode forward, quickly and surely into the 
dunes, ignoring the jeep and honor guard behind him, Sud¬ 
denly he felt, in the sand beneath his feet, an unexpected shift 


















m : ‘: i 



which rapidly became a sinkhole. Scrambling backwards as 
the sands gave way, ho foil onto his back and slid Into the cool, 
soft darkness lhat engulfed him. He landed hard on a smooth 
stone surface some 10 feet below, as more sand rained down 
on top of him. then slowly came to a stop He opened his eyes 
and found himself covered in sand, in a tunnel that led into 
darkness before and behind him. 

‘Hello?" He called into the darkness. Only an echo came 
back. He thought perhaps he heard the tiniest whisper, but it 
must have boon his imagination. He stood up, piles of sand 
pouring off his shoulders and head: he ran his fingers through 
his hair and rubbed his eyes. 

"Master!" called voices from above. "Master, are you all 
right?" 

"Quick!" he yelled back up, "Throw me a torch. Throw me a 
rope!"' 


A flashlight was quickly tossed down to him. Turning it or, 
ho shined it on a wall and marvelled at the dazzling colors of 
paintings before him. Reading hieroglyphs he’d memorized 
since youth, he laughed loudly. "Ozymandias!' he shouted 
‘Ramses, Lord of the Nile! I know now why you hove brought 
me here, again and again I I know what it is you wish I Your 
empire will rise again, my noble ancestor, like a phoenix from 
the ashes T 

But one thing stood in the way—M Bison, who, unless he 
could be subjugated end made the lieutenant he should be. 
would bo a constant throat And Bison would never willingly 
serve someone he could best in personal combat. The 
Egyptian's martrai training from his world travels was still at its 
peak, but even so. he needed something further to defeat 
Bison's psychic powers He needed the one technique he'd 
never mastered, . 








The Perfect Warrior is a complete five-chapter Story 
intended for slightly to moderately-experienced Street 
Fighter characters who either individually or collectively have 
at least six points of permanent Honor and Glory This is a fast 
paced adventure, taking the characters across Europe and 
into Africa over just a few days. Ills also a sleight-of-hand story; 
ihe characters believe themselves to be fleeing from the 
archvillain, only to find that they're heading straight into his 
clutches The archvillain, »n this case, is en Egyptian fanatic 
and terrorist known throughout the world only as “the Phoenix." 

GmmLeem 

The Perfect Warrior s, undeniably intended for Story¬ 
tellers Reading this book any further will ruin the pleasure of 
the story for players, particularly as certain surprises arc 
revealed, If you ore certain that your Storyteller will not be 
running (his story, there is much of value within the book, so 
read on and enjoy. 

Storytellers can use this book in a number of ways. It can be 
run as written, with only enough modifications to adapt it to your 
chronicle, or It can be usod piecemeal, with various scenes 
being incorporated into other stones. Any Storyteller can 
benefit from reading this book, whether or not she uses the 
story itself; new characters are introduced, now settings ex¬ 
plored and new Systems material provided, including a new 
Style (Majestic Crow Kung Fu)and a Special Maneuver (Rising 
Storm Crow) that's rarely seen or taught any more 


Plot Outline 

Chapter One: While at a large tournament in Brussels, 
Belgium, the characters are approached by Jean LeMonte. 
another Street F ighter, who has heard that Ihe characters are 
honorable warriors, He asks if they wilt hurry with him to a farm 
outside the city, where his Sifu is in need of heip. Ho refuses to 
explain the matter out in the open, but pleads For their assis¬ 
tance. if they agree, he takas them to the farm. If they decline, 
the characters see him promptly kidnapped by agents of 
Shadoloo. 

Assuming they go with Jean or rescue him, he explains on 
the way that the farm in a secret dojo run by the ancient Master 
Xaudo. a master of Majestic Crow Kung Fu. Jean overheard 
one of the loams In the tournament, the Lightning Fists, secretly 
discussing plans to "capture that old man" for someone known 
only as "the Phoenix." 

When they get to the farm, the characters come upon an 
assault in progress. A group of Shadoloo thugs is attempting 
lo break into the main housts, slaying the students who have 
remained to protect it. During the fight, the characters see Jean 
perform the Rising Storm Crow maneuver, which not only 
knocks out a I hug but throws him nearly 15 foct In the arr. 

Jean, obviously upset about the deaths of his fellow stu¬ 
dents, says that he will follow Master Xaudo, who has probably 
fled to Rome. It the characters offer to go along with Jean to 
make sure that Xaudo is safe, he gladly accepts, Returning to 
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the tournament, they find out that the Lightning Fists have 
suddenly left, losing to the characters by default, They gave no 
reason for their strange behavior, but only the densest of 
characters would not become suspicious as to the where¬ 
abouts ot the Lightning Fists... 

Chapter Two: Traveling to Rome, the characters find 
themselves on the same train as (surprise!) the Lightning Fists. 
Through a variety of methods, they attempt to assassinate 
Jean and anybody traveling with him. If confronted directly, the 
Lightning Fists direct the tight to an empty flatbed car. If all else 
fails, they sabotage the train and jump off, intending in kilJ ihe 
Street Fighters in the derailment and fiery crash. (Yes, these 
guys are Evil 1 with a capital E! Their boss is the Phoenix, a 
terrorist who has taught I hern many 1 ricks of the trade.) 

Chapter Three: In Rome, the Lightning Fists and charac 
ters meet up at the school ot Master Xaudo's former student. 
Faced with the Si reel Fighters, Jean, Master Xaudo and a 
school full of Kung Fu students, the Lightning Fists back off 
after giving a cryptic warning. 

Master Xaudo asks the characters to escort him to Egypt, 
where he will take shelter with his greatest student, Gamal 
Qebesenef. In return, he will teach any one of them (preferably 
a Kung Fu practitioner) the Rising Storm Crow. Jean objects at 
this point, protesting that he suspects the characters to be Ehe 
"real" Shadoloo agents and challenges thorn to prove their 
innocence. 

Once (or if) the characters' Innocence is proven, they are 
easily be able to fly to Cairo and once the re charter a helicopter 
to take them into the depihs of the Egyptian desert, where 
Qebesenef lives Qebesenef . a tall, elegant man of Arabic and 
Egyptian descent, lives at a large guarded compound. When 
the hoticopter lands at his camp. Qebesenef greets the group 
warmly, embraces his former master and helps him inside. 
When the characters enter, they find the Lightning Fists waiting 
with smug expressions. 

From there, things begin to degenerate 

Chapter Four; Qebesenef, new known as I he Phoenix, 
believes himself lo be the direct descendant and reincarnation of 
Ramses the Greal, and in his madness actually considers himself 
a serious rival of M. Bison. Fie com plements the characters on bow 
well they have survived against the Lightning Fists and otters them 
jobs. Ffe also otters to teach them the Rising Storm Crow, once he 
himself has learned it from Master Xaudu. However r the ancient 
Sifu refuses to teach if, confronting Qebesenef over his morals 
and intentions. Qebesenef warns that if Master Xaudo doesn't 
relent, (he Street Fighters will die, one by one. The characters are 
imprisoned in underground chambers of an ancient Egyptian 
tomb discovered during the compound's construction. Can they 
hope to escape? 

The chambers are peppered with intricate deathtraps de¬ 
signed to keep out grave-robbers, but which are just as dcadfy 
for people who are inside and trying to get out. Furthermore, 
one of the chambers is filled with a hallucinatory gas that turns 
the characters' fears and hatreds into nightmarish visions, 
which may lead them to fight shadows—or each other— 
without realizing il. 

Chapter Five: Once they gel past the chambers, the 
characters sill have to defeat the guards, the Lightning Fists 
and the Phoenix, himself a fighter of near-World Warrior Rank. 
Tliis will be a climactic free-for-all’ This chapter atso provides 
information on the repurcussions of events that take place 
within The Perfect Warrior and possible future directions 
for later chronicles. 

Appendices: Appendix One presents all the Storyteller 
characters necessary to run The Perfect Warrior gath¬ 


ered together for easy reference Appendix Two presents 
information on Majestic Crow Kung Fu and the Rising Storm 
Crow. 

Mm 

This story has a slightly different atmosphere in each chap¬ 
ter. although the overall flavor is that ot an international thrilier. 
The characters are pressed for time: Ihey are competing, step 
for step, with a team of terrorists who wilt stop at nothing to 
reach its destination first. The players should sense this: they 
should rarely be in control of situations, and the stress should 
be almost tangible. 

The mood ot the first chapter is one of grim destruction, with 
the honorable self-sacrifice of ihe students contrasted against 
the machine-gunning brutality of the Shadoloo thugs, all oddly 
Juxtaposed over the rustic setting of a Belgian farm. 

The second chapter should be cloak-and-daggerish, remi¬ 
niscent of Murderon the Orient Express, withsideloqg glances 
and sudden, dramatic blackouts as the train goes through 
tunnels. Again, it can resemble an international thriller, with 
characters performing death-defying stunts on an open flatbed 
car as the train speeds along mountainsides with the ever¬ 
present risk of falling or being knocked off the train lo plummet 
to a horrible death. 

The third chapter should offer a moment of truth for the 
characters It involves an important turning point In how they 
are regarded by both Jean and Master Xaudo, who are 
beginning lo become suspicious as ihey travel all the way to 
Egypt unmolested by the Lightning Fists. 

The fourth chapter should be reminiscent of the Indiana 
Jones films, with the exotic mystery of ancient Egyptian mythol¬ 
ogy and symbolism. The Phoenix can be as megalomaniacal 
as you like—he's got the skills to back up his plans tor world 
domination, Of course, tie is a bit on the insane side to think tliet 
he could really be a threat to M. Bison but this by no moans 
reduces the danger he poses to the characters 

The fifth chapter is the climax and should feature a wild and 
wooly fight, with explosions and spectacular martial arts moves 
as characters fly through Ihe air, as at the end of Big Trouble 
in U/lle Chins or as in any of the Bond films. 

1HEH6 

Madness and megalomania are two themes of The Per¬ 
fect Warrior. > low far will one man go to achieve his goals? 
Flow unreasonable are those goals? Qebesenefs sanity in 
attempting to overthrow Shadoloo is already questionable: he 
will stop at nothing, including casual and random acts of 
violence, to learn a rare and secret Kung Fu teaching. His world 
view is skewed, and his morality twisted with it. 

Trust is another theme; Master Xaudo Is led to Qebesenef 
because of the trust he has for his former student. Qebesenef, 
on the other hand, breaks the bond between Sensei (or Sifu, in 
Master Xaudo's case) and student, one of the most sacred 
trusts In the world of the martial artist and Street Fighter Joan 
initially trusts the characters, but becomes suspicious ot them 
as their every action seems anticipated by their opponents. 
Trust is not easily earned in ihe world of Street Fighter 
where Shadoloo seems to- lurk behind every corner and in 
every shadow, The antithetical qualities of trust and paranoia 
come together in The Perfect Warrior Paranoia grows as 
friends become enemies, but trust should ultimately be born of 
the experience. 



Wave This Book 

The Perfect Warrior s designed to he incorporated inio 
an existing chronicle; it assumes that the Street Fighters have 
already started making something of a reputation for them¬ 
selves. If you wish to start a new chronicle, il is recommended 
that you begin with “High Stakes" from the Street Fighter 
rufebook, or with a story of your own design, bafore running 
The Perfect Warrior 

IF the players have beginning Street Fighters, then perhaps 
they know Jean Le Monte personally, which is why he asks 
them to become involved You may wish to tone down tho skills 
of the characters' adversaries, or perhaps have other mem- 
bars of Master Xaudo’s dojo survive to travel wi I h the characters. 
If the characters are in really deep, Gammy might appear, on 
the trail of the Phoenix, to gel them out of an otherwise fatal 
situation, warning them so "go home and let the pros handle it." 
(This, of course, should incite them all tho more to finish the 
adventure and save face.) 

On the other hand, if the players are using World Warriors, 
you should definitely increase the number of Shadoioo thugs 
in any given encounter and beet up the statistics of the 
Lightning Fists, perhaps having Vega work with them How¬ 
ever , most of the critical parts of this scenario depend on the 
characters using their brains rather than their fists, so don't 
make it too tough, 

If your characters have already run into Shadoioo, or if you 
will be running at least one story before The Perfect War* 
rlor you can foreshadow events, thus making them more 
"real" to the players. For example, if you run "High Stakes" from 


Street Fighter and th& characters find the "Kraken" tile, they 
can find in it evidence of a Shadoioo terrorist-for-Ilire. Referred 
to as "the Phoenix," he lives somewhere in northern Africa, and 
a Street Fighting team runs some of his errands. 

Even better, have the characters encounter the Lighting 
Fists in an earlier tournament and describe how brutal they are 
to thoir opponents—but don't actually have the characters 
fight against them until the appropriate time in this story. Ff your 
characters have established friendly relations w*lh and profes¬ 
sional respect for Team Haven (or any other team of Storyteller 
characters jh your chronicle), have the Lightning Fists trash 
that loam, using dirty tactics, vvitb the characters hearing about 
it through the grapevine. 

On the other hand, casually mentioning Master XaudO or 
Majestic Crow Kung Fu in earlier adventures as seemingly 
"throwaway" references, only to have them prominent in The 
Perfect Warrior. Is a great way to start the players wonder¬ 
ing how many other clues are buried in the things you say. 
Soon, they wilt start "finding" dues where you haven't deliber¬ 
ately put them, but you don't have to fell them that—you can 
decide retroactively that the homeless person that the charac¬ 
ters spotted in the alley was actually an ancient Chinese 
sorcerer rn disguise, watching them for some future plot he has 
In mind, IF the players take interest in nomo item that you hadn't 
intended to be important, you should find a way to make it so. 

Similarly, try to incorporate any future plana you have for tho 
chronicle into The Perfect Warrior For example, a future 
story may deal with a Shadoioo plot to indoctrinate the Pope 
-into the Order ol Heavenly Unity: mention that, as the charac¬ 
ters move through Rome and pass by a dark temple on the 
street, they feel an uncertain dread. Then naturally, when your 
future story comes up. the same temple will figure prominently . 



























There is a powerful craving in most of us in sen oiif selves as 
instruments in thn hands of others and, thus, free ourselves 
from responsibility for acts which are prompted by our own 
questionable inclinations and impulses. Both (he strong end 
the week grasp at this alibi The fatter hide their malevolence 
under the virtue of obedience The strong, too, claim absolu¬ 
tion by proclaiming themselves the chosen instrument Of a 
higher power—God' history, fate, nation or humanity 
—Bruce Lee, The Tao of Jeet Kune Do 
Brussels, the capital city of the Kingdom of Belgium, is a 
bustling and important European city, even if it doesn't have 
the romantic or dramatic reputation of Pans or Berlin. It is the 
headquarters of not only NATO but more importantly, of the 
European Economic Community. Brussels is a City where 
I r ade. I rave I and tradition arc all important aspects of everyday 
life. 

Brussels also jus! happens to be the site of the latest World 
Warrior Street Fighting tournament I It has been widely adver¬ 
tised in underground publications all over the world that 
Cam my and Zangief are the main event at a three day compe¬ 
tition to take place i n a socce r arc na. Th 3 n ks to th e string -p u I ling 
and palm-greasing of some managers and influential Si reel 
Fighting fans, the arena is "closed for repairs," 

I he characters arrive by whatever means is appropriate for 
their team, Wedged between Germany, the Netherlands and 
France, Brussels is a major hub for trans-European travel, if the 
characters are coming from North America, the manner in 
which ihey arrive depends entirely on how good a manager 
they hava. If he or she is good, chances are they corns via 
British Airways, stopping at Heathrow Airport in London along 
the way. It their manager ssn't so hot, they might be packed in 
crates marked "fragile" and shipped to Brussels via Lisbon, 


Madrid and Paris. Any characters arriving by sea come in 
through Antwerp on ihe North Sea. 

Mosl people 1 hat ihe Street Fighters meet in Brussels speak 
French or Flemish (a Dutch dialect). However, since Brussels 
hs such a bustling international city, they can easily find guides, 
waiters and taxi drivers who speak English. 

If the characters have own goals that they wish to pursue 
while in Brussels (tied in to your overall chronicle), you should 
resolve them before the first day of the tournament - once the 
plot gets underway, it barrets chi through to the end with few 
pauses. Perhaps the characters arrive 0 day or I wo early in 
order to take care of their personal business. 




I 


B me£T Fwm anHanqmvs 

' ““Viators preference 
•. ycageE a character k-rif^u^ «ik 
rtbi ^oncepi Ad jnternationwf e ■ '— 

affy waff, w biteaWkh - 9 9 ' Ja ^ e5 0r 

upCJle 31 rests L ° S 

danki ' nayhB Spanish 

rtSKE*" Br . may ret ^ ' 

Characters. J " knowledge (see del, 


e 3 useful toof 

fcsrtuatFooand 

niJf ht3Gr of 
■ou.ddep^ unachet- 

1 SijrinFifc ... 




LiMGUtSTICS 


' " -,«sDeaklo U i^ B ' an9ua l 8 ; I 
11 i ^^rXoaaes tWtao* i 

i ***» rfac“^^S:/ w ' rs 

■ wM f «« 8 iJUswO* 

ihebasis ffi^^ or 

' IfeU* » irylng » undr— «*“•« ^ 

- ®i§3§!iage she doesn ! . *' 

: speate * ^ b J e knffioutty ot B, Si 

. roiiwi. s -m^ possssscdby , 

tW ^Sv and clarify Ms '] 
t0 .Sfm e information tot* <;°™ 

/nation of Mn^v n w 

-ppJfcd^Tom 

; : acute dialed cl Caritor^^ , 


■stand aomeof-c who 

ffi me player should 

aredbyonotat-dv^ 

1 speaker (as rra toes 

k dtiftoulty should *se: 

■ ; VQ ry comply QT 

- K e me W the 
an "the wW i 

%edSS^#^ 1 

j G hEirac^M^^ s ' 

^ e anea^:^' 

J s, e y yiW\(iW) ^ 




fe/V 6 OlVf: 7 WW j m 

The first day of the event involves team fighting; the charac¬ 
ters' manager tells them that they are slated to go up against 
"the Lightning Fists / a team that wurky central Europe and the 
Near East. The first several hours of the tournament consist of 
opening ceremonies and preparation 

Characters who succeed a roll of Intelligencer-Arena or 
Intelligencer-Style Lore (difficulty 6) have heard that the Light¬ 
ning Fists are some rough customers. They've been known to 
incapacitate opponents from time to time. However, only if they 
make a Phenomenal success have they heard rumors that the 
Lightning Fists have Ties to Shadoloo, 

During the preparations and opening ceremonies in the 
"closed" arena, most of the Street Fighters [including the 
characters) warm up. Gammy and Zangief are present with 
their respective entourages, if the Storyteller wishes to intro¬ 
duce some interaction between the World Warriors and the 
up-and-coming characters. Entertaining pre-iournament en¬ 
counters include; 

* male Street Fighters flirting with (or being flirted with by) 
Gammy, 

■ listening id Zangief give a long-winded but impassioned 
speech about the superiority of Russian culture and showing 
off a p hoto of hi ms elf d oi n g a sq uatting da nc e wi t h Gorb ac hev, 


» Traditionalists offering demonstrations of particular mar¬ 
tial arts Styles, 

* practice sparring with other Street Fighters (Team Raven 
from: Street Fighter is a good choice for this). One of these 
Street Fighters can inform the characters that one of the people 
present for the next day's mano a mano fights, Jean LcMonte, 
practices the difficult but powerful Majestic Crow Kung Fu, and 
is rumored to be a student of Master Xaudo; 

• signing aurographs for fans, 

At some point during the preparations, Hercules Harrison 
and "Backhand" Bonnie Brown, two members of tho Lightning 
Fists, approach the characters. The Lightning Fists are de¬ 
scribed in more detail in Appendix One. 

Hercules, as his name implies, is a huge, muscular man i le 
doesn't say anything unless directly addressed by the charac¬ 
ters, but instead glares imposingly. Bonnie, on the other hand, 
has a lot to say. "So, you must be the (team name). Welcome 
to the tournament; but you might as well go home now, you’re 
Just gonna lose anyway. We haven't lost a fight yet, and we're 
not going to start now." She then goes on to describe to the 
characters in loving detail what the Lightning Fists will do to 
each team-member. Any muscular characters will be ^broken" 
by Hercules, while small and fast characters will be "snapped 
like twigs" when Banjo gets ahold of them. AT least one 
character will be "choked until his life runs out” by Mustafa, and 
so on, Bonnie is a coarse, mean-spirited woman who enjoys 
inflicting pain, and the Storyteller should make this clear by 
grinning with sadistic glee while describing the brutal fates that 
[ await the characters, 

Bonnie's goal is to "psyche out" the characters and intimi¬ 
date them into losing; tho Storyteller’s goal, however, is to 
1 make them see what scum The Lightning Fists are. They Should 
^be itching to soundly defeat these jerks during the tournament. 

When Bonnie either feels that she's psyched the characters 
out sufficiently or becomes frustrated with her inability to do $o, 
she sneers and says. "See you losers in the ring—but only for 
a few seconds I” She gestures to Hercules and the two of them 
leave, Bonnie laughing cruelly and Hercules glaring darkly. 

SceweTwDc fa pttft w^bp 

Soon after Ronnie and Hercules leave, but at least two hours 
before the characters' match is scheduled to begin, they are 
hurriedly approached by a young man wearing a 
traditionally-styled, black Kung Fu uniform wish gold trim. He 
looks preoccupied, as if a great worry is wearing him down. In 
a French-accented voice, he says, "Ah, you are the (team 
name), are you not? I heard of your exploits in (location of some 
previous story in which the characters did a notable good 
deed). My name is Jean LeMonte, and I am a student of Master 
Xaudo. My master Is in terrible danger, and I need the help of 
honorable warriors! Will you please come with me?" Jf asked 
where Jean wants them to go, he says, "My master is at my 
family farm, no! far outside the city. Please hurry, there is little 
timet" 

Successful rolling intelligences Arena or Intel I igence-i- Style 
Lore (difficulty 6, or difficulty 5 for Kung Fu practitioners) tells 
the characters that Master Xaudo is famed from past tourna¬ 
ments, as the last known master of Majestic Crow Kung Fu, and 
that he is a recluse who only teaches one team of students in 
a decade. 

Unless the characters are the most altruistic and noble of 
individuals, they probably need some urging. It is unlikely that 






they would drop everything just to rush to the aid of a stranger. 
Opportunists in the group might be attracted to the idea of 
meeting the famous Master Xaudo—particularly if you hint at 
h is knowledge of a partic u la rly rare martial art b ut you shoe Id 
try your best to appeal to the character's Honor and Glory. 

If the characters agree to go. Jean thanks them profusely 
and takes them outside to his small van: skip down to Scene 
Three. If they ref u se, J ean I ooks t ail I < it ly d isa p point ed a ri d b egs 
th em to moon seder If 1 h ey sti 11 refuse, h e says" Farewel I, then," 
and heads for the exit, all of the characters lose two points ot 
temporary Honor and Glory. Furthermore, anyone who watches 
him toavn sees him grabbed just outside the door by goons in 
business suits and hushed away. 

[f they go to Jean's rescue, they find him being forced at 
gunpoint into a large black car by a five Shadoloo thugs (use 
the Gangster write-up from Street Fighter). Three of the 
thugs are shuffling Jean to the car. white two are inside (one in 
the driver's scat, one in back). Rescuing Jean at this point and 
going with him out to the farm regains the characters' Honor 
and Glory. 

11 the character s sfa n i i by and watch Je an be ing kid n ap ped. 
they lose another two points of temporary Honor. About 20 
mi notes before thoir scheduled tight, the Lightning Fisls sud¬ 
denly leave, losing to the characters by default. Quick 
consultation with the tournament’s managers reveals to thorn 
Jean LeMonte's home address, and they can then try to catch 
up with the thugs, 

If the characters ultimately do nothing, then |he story is over, 
the characters having gained a hollow "victory h and a single 
experience point, but having lost Glory and Honor. 


^ em Mas$m%e! 

If the characters accompany Jean or rescue him from his 
would-be kidnappers, he quickly drives them out to the coun¬ 
tryside. The trip takes about 45 minutes, during which time 
Jean briefly explains who he is and tells the characters some 
of Master Xaudo's history. I te says that at the tournament, he 
overheard "Backhand" Bonnie Brown talking on the telephone. 
giving someone orders to "capture that old man and take him 
to lhe Phoenix,” She also mentioned that The Lightning Fists 
would "soon be adding the Rising Storm Crow" to their reper¬ 
toire. Jean realized that they were referring to Master Xaudo, 
and i-mmed i ate ly feare d for his master'$ safety since he r s heard 
rumors that the Lightning Fists have ties to Shadoloo. He called 
to warn the dojo, then went to get help from the most capable 
and honorable fighters he could find. He decided on the 
characters because ho had heard of their previous exploits 

If the Street Fighters ask why he didn't go to Cammy or 
Zang^et. he says that he triad, but found the World Warriors had 
left the arena. (Cammy has received a tip that agents of the 
Rhoe n ix are in th e area an d i s goi n g to investl gate- she's more 
than a little irritated when she later finds out they were in the 
arena the whole time! Zangief, having made the requisite 
appearance during the opening ceremonies, has retired to his 
hotel room.) 

The farm/dojo is owned by Jean’s family: their primary crops 
are wheat and barley, and they have a fairly extensive herd of 
cattle. All of the farmhands are students of Master Xaudo. In 
fact, the only people on the farm who aren't Kung Fu practitio- 
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ners are Jean’s parents, who are glad to have such strong and 
trustworthy young people working for no other pay than three 
meats a day, a place to steep and the honor ot studying under 
Master Xaudo. 

When the characters get there, however, Shadoloo's goons 
have already arrived and are making short work of the place 1 
even the best martial artist doesn't stand up very well against 
assault weapons. In the driveway fs a long, black sedan with 
Three dead students around it, their bodies riddled with 
machine-gun Fire. As the characters pull up. they see five 
gangsters in front of the house, firing on three more students. 

The thugs' leader, a local gangster named Alphonse Corbin, 
is laughing and shnuEing in a thick French accent as ho fires his 
Uzi: "Ha. ha, let us see your Kung Fu protect you against one 
of these!" The remaining three students are cut down before 
the Street Fighters'eyes, before they can get out of the van {or, 
if they're sneaking up on the house on Foot or arriving some 
other way. before they're close enough to prevent it). Jean 
cries out. "NO! You—" and breaks off into a long string of 
French curses. 

These guys love their work; they were given orders to 
capture Master Xaudo alive, but to let nobody else survive. If 
necessary, they are to set Fire to the house, as. well. Thus, they 
have no qualms about being destructive to the beautiful place. 
If a character flips on top of Fhe van to make a threatening 
speech or dodge an attack, for example, the gangsters open 
fire on the van in the hopes of exploding the gas tank, taking the 
Street Fighter with it. 

The gangsters are each armed with uzis. which they are 
firing in three-shot bursts. The weapons have Speed 3 and 
Damage 5, but there a re two tests. Make sure that the players 
are aware of their danger before they go wading into the 
gunfire! The Street Fighters must take those guys out, but they 
have to do it with intelligence, or they'll end up just like the 
dojo's students. If the Street Fighler can get between two of the 
thugs, for example, the thugs will have to attack with their fists 
or the pistol butts to avoid shooting their compatriots, making 
them considerably less dangerous. 


During the fight, the Storyteller should try to arrange for Jean 
to use the Rising Storm Crow maneuver on one ot the thugs. 
This is a spectacular flying kick combined with a Suplex-siyle 
throw, and when Jean performs it, the thug is sent flying 15 feet 
through the air. to crash through the windshield of the black 
sedan or some other suitably smashable obstacle, 

Seewe fouB 

Once the characters have suitably trashed the thugs, Jean 
immediately starts looking for survivors He finds his parents. 
Henri and Christina LeMonte, who say that Master Xaudo fled 
when they received Joan's call earlier. The students volun- 
isered to stay behind and cover his escape, but they had no 
idea that the thugs would be using machine guns. Master 
Xaudo has loft for a dojo in Rome belonging to Lester Bertani, 
a former student; Jean knows the school having been there, 
and tells the characters that he plans to depart tor Rome almost 
immediately. *■ 

But first, they've got to figure out what to do with the thugs 
and the bodies of the slain students. If the characters try to 
interrogate the thugs, they find them belligerent unfit convinc¬ 
ingly threatened (they're mean, but not very brave}. Only 
Corbin knows anything, and he says only that he was ap¬ 
proached by an American woman who paid him $ 1,000 in cash 
in Belgian francs. He was to take Master Xaudo To her at the 
soccer arena, where she would pay him another Si 0,000. 

It any of the characters have contacts at Interpol or another 
government agency, now would be a good time to call for pick¬ 
up of the thugs and to arrange for the proper burial of the 
students. It none ot the characters have such contacts, how¬ 
ever, Jean calls an Interpol agent named Leland. at a number 
left with his parents by Master Xaudo Jean's parents stay 
behind to explain everything to I eland whan he arrives and to 
attend io the stain students, but Jean says he must toavd at 
once, to help Master Xaudo against these desperate and 
brutal terrorists who are after him. 
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She woke with a sudden start: how much time had passed 
she did not know. Glancing at her watch, she found that it had 
stopped. A feeling of intense uneasiness pervaded her and 
grew stronger m omeni by moment. A t last she got up. ffrreiv her 
dressing-gown round her shoulders, and stepped out into the 
corridor. The whole tram seemed wrapped in slumber. Katherine 
let down the window and sat by it for some minutes t drinking in 
the cool night air and trying vainly to calm her uneasy fears 
Agatha Christie, The Mystery of the Rlue Train 

The characters may want to return to the tournament; if so, 
Jean takes them back, thanking them for their help. Make it 
apparent, however, that he is uncomfortable about traveling 
alone to Rome. If they offer to go with Jean, the character who 
thought of making the offer gets two temporary Honor points, 
and any who agree also gel. a temporary Honor point. Jean 
thanks them, obviously relieved to have people along with him 
on this trip, and gladly pays for their transportation if they can't. 

\ 1e plans to make the arrangements while the characters fight 
I heir match with the Lightning Fists, and tells the characters to 
bash some Honor into their opponents' heads. 

However, as the characters get to the arena, their manager 
comes running up to the van 'Where the heck have you been?" 
he demands. "The Lightning Fists just reared out of here 10 
minutes ago! You win by default!" He explains that the Light¬ 
ning Fists gave no explanation for their sudden flight, but Jean 


intuits the answer "They're going lo Rome to finish the job their 
disgusting lackeys started!" Mon Dieu, I've got to go — nowi r 
If the characters have not already expressed an interest in 
going to Rome, Jean makes It clear that they are most welcome 
on the trip. While the characters may wanl to stay at the 
tournament, it should be impressed on them that much more 
Honor and Glory awail them in Rome, as well as the chance to 
meet the master of a rare form of Kung Fu. 

It turns out that the only tiling that can get the characters 
quickly from Brussels to Rome is the Transcontinental Rail¬ 
ways. a privately-owned passenger rail-line Tho train travels 
southeast into Germany, then follows a route painstakingly out 
into the Alps through Switzerland and Italy, traveling along the 
western Malian coast until it reaches Rome: the trip takes 
almost exactly 30 hours, While a plane would be much faster, 
there are simply none leaving tor Rome, or oven connecting to 
flights to Rome, in the next 30 hours. No matter how the 
characters try. they fmd there are no chartered flights avail¬ 
able, either; they are ell booked bringing people to and from 
the Si real Fighter tournament! 

The team's manager by now is probably ready to chew nails 
with annoyance at the characters for running oft on another 
foolish crusade. However, he's used to it by now and will 
arrange For as many staterooms as they need, two people to a 
room. 
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As the characters are getting comfortable and, one hopes, 
enjoying some of the amenities offered t>y the Transcontinental, 
have a character spot, possibly through the windows between 
oars, the Lightning Fists bonding anolher car. Even wearing 
normal clothes instead of their tournament outfits, they still look like 
they should bo breaking kneecaps in a back alley. However, just 
then. Fixer spots the character and points her out to Bonnie, who 
barks out some orders. The Lightning Fists immediately shove 
their way onto the train and to their own rooms, 
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What the players do from here and the Lightning Fists' 
reactions to them determines the course of the next 30 hours. 
See the train's itinerary for more details 

Phoenix has ordered the Lightning Fists to Rome, guessing 
correctly whom Master Xaudo wont. Ho has arranged for 
some thugs to get on the train in Luxembourg, which means 
that for the first five hours of the trip, the characters have the 
Lightning Fists alt to themselves. 

During the t time, 1 he L ig hi n ing Fists rema in in their rooms and 
do not speak to anyone willingly; of course, if I he characters go 
barging in, the Fists will fight back. Bonnie wants to wait until 
they get to Luxembourg before taking any violent action 
against the players. However, she sends Mustafa to the 
kitchen—when the characters order dinner, the food is poi¬ 
soned I 

Poison is a difficult thing for the Storyteller to handle in the 
course of a game; most poisons are not readfly detectable 
before they're ingested, and not readily cured afterward. The 
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only way the characters could reasonably expect to avoid a 
poisoned rnoal is by not eating anything If one of them inspects 
the food before eating it, a Wits +■ Alertness roll informs her that the 
food smells a bit odd but the idea of the Transcontinental Railway 
serving spoiled food is absurd The Storyteller should make this roll 
privately, to avoid alerting the players to any possible malfea¬ 
sance. 

Thus, the Storyteller has basically two options, foe first is to have 
someone other than one of tbo characters discover the poison the 
hard way, For example, the waiter who brings Iheir wine might 
surreptitiously sample a bit of it on the way by the time ho go!$ to 
the table, he collapses. Or. for more dramatic effects, a storyteller 
character meiriber of the group (Jean LeMonte nr a team member 
run by the Storyteller) may begin eating first and starts to suffer the 
poison's affect s, thus warning the other characters. 

The second option is to have the characters take the poison, but 
have the antidote available—in the possession of somebody 
unwilling to relinquish it, such as one ot the Lightning Fists. Mustafa 
does, in fact, have a small amount of the antidote with him—incase 
he ever accidentally cuts himself with hi sown knife, as it were. The 
poison he uses is the Crimson Lotus, which starts taking effect 
immediately but requires several hours to actually kill. 

When for if) the characters realize they have been poisoned, 
they may confront the lightning Fists about it. Bonnie, tardy 
cackling with delight, informs them that sha ll gladly give them 
the antidote—or, more specifically, she'll throw It to them from 
the train as it leaves Luxembourg without the characters on it. 

If the characters go along with this, she indeed tosses them the 
antidote, but they’re stuck at the Luxembourg station- although 
she would n't mind poisoning them, she'd prefer that the Lightning 
Fists humiliate them m the ring on a Suture occasion. The charac¬ 
ters can try to commandeer some vehicles and catch up with (he 
Irain a few miles down the road at Ihe first crossing. Jumping Onto 
a quickly-moving ham requires the expenditure of a Willpower 
point and a successful Dexterlty+Athletics roil. Failure means the 
character hangs on by Ihe-r fingertips as the train starts over a 
bridge, requiring a Strength roll or the expenditure of a Willpower 
point to pull herself the rest of the way on, A botch means that the 
character bounces off of the moving train, rolling e>ght dice for 
damage and having to iry again, 

What's more likely, however, is that the characters attempt 
to deal the antidote out of The Lightning Fists. If they look 
hostile, Donnie says. "This is hardly the proper setting for a 
fight and there are loo many peopfo around. Let's step 
ouSside, shalt we?" She is referring to a mostly-emply platform 
car near the end of the train. If (he characters agree, skip down 
to Scene Six below. If not. then lot the fight begin right there, but 
11 io Hia i ercom i s on ly two h exes wide and th roe h exes long. with 
an S' ceiling, $o there's not a lot of room for fancy moves. 

If a figN starts here, a conductor calls the train's two security 
guards, who come in and attempt to break it up. Unfortunately, 
they are not trained fighters, so they end up getting jn Ihe way 
more than anything else. But if the characters attack the 
guards, the train's crew and staff will consider them hijackers 
arid radio ahead for police assistance allhe next stop. 

If the characters discover the poison before ingesting it, 
then they don't hear from the Lightning F*sts before Luxem¬ 
bourg. Them, a Revenant named Castor Mi tax is and three 
gangsters (Paul Schwartzmann, Rudolph Herzog and Eric 
Curtis) got on board, with orders lo do whatever the Lightning 
Fists tell them Before boarding, however, their first order of 
business was to pose as railroad workers and place a small but 
powerful plastic explosive on the bottom of the engine. 

if the characters do not leave the tram, the Lightning Fists wart, 
until around 1:3Q am. (when the train is already climbing into the 
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Alps}. They then order the gangsters and Castor Mitaxts pick the 
locks on the doors and dispatch the Street Fighters with experi¬ 
mental laser guns which supplied by the Phoenix. 

Mitaxis uses Psychic Rage (sec Appendix One) on one of the 
survivors of the laser attack to make her attack tier companions, 
Ihen he and the gangsters flee back to the Lightning Fists' rooms. 

At This point, the characters are probably be more than a 
little tired of the Lightning Fists, and want to have a showdown 
with them, fit not, you have some very patient players.) ft they 
challenge The Lightning Fists or even just threaten them, 
Bonnie suggests Car Mo. 15. 


Lmme " Brnmemt Laser 
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Scene Sue Car Mo- 1 $ 

The map in the back of this booklet shows Car No. 15. When 
the characters go ou! to it. it is dark, lit only by the stars and a 
small amount ot tight from the other train cars. Other than a 
small rail around the edge of ihe car. there m no protection 
against failing off. The car is empty except for a few stacks of 
crates scattered about (the number next to each stack indi¬ 
cates its rating as an obstacle: see the sidebar). 

Bitter, cold wind whips the characters' hair and bits of ice 
and snow blow into their faces as they step out into the 
makeshift arena. The train is hurtling at 45 mph or more along 
the side of a high mountain, with a sharp incline on the left 
(facing forward) and a steep drop on the right. The Lightning 
Fists are all assembled and eagerly awaiting their chance to 
maim or kill the heroic Street Fighters. This will be a grim battle 1 

During the course ot the fight. Mitaxis (if he’s still around after 
the laser attack) again uses Psychic Rage on one of the Street 
Fighters, The gangsters, on Ihe other hand, watch but don’t 
interfere; (heir pistols would make too much noise. The lightning 
Fists lie, cheat, and use dirty tactics. Not onty do they consider 
pushing someone off the train a good way lo prevent a future 
threat—it's fun tool Sanjo or Hercules throws one or more the 
Street Fighters over the side of ihe train: have the ptayer roll 
Dexlerity-i-Athletics (difficulty 5) to catch the rail. For a character 
to pull herself back up without being knocked off by branches ol 
passing trees or rocks requires six successes on an extended 
Strength* Athletics roll. On the other hand, if Mi taxis or any of ihe 
Lightning Fists get thrown over, ho plummets to a gnsly death, 
screaming all the way down. Dramatize this for the players by 
giving a loud, loooonrninggg yell that gradually fades into silence. 
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It any players go over the side, they roll 10 dice of 
I damage, losing a minimum at three health levels, Once the 
battle on the train is resolved, continue play with the "lost" as 
they team up to try to survive unprotected in the Alps and get 
to Rome. A nearby weather observation station with a 
helicopter can get them bach to the main part of the story— 
but make them work for ft, It (hay ask to borrow or rent the 
hekoptor, the'weather station scientists prove disagreeable, 
since it's their main mode erf transportation *the Street Fighters 
have to do soma good haggling, if they are inclined towards 
larceny, they have to get past an eight-foot chain-link fence 
lopped by barbed wire and guarded by Kierkegaard, a huge 
mastiff that doesn't like intruders. 

Utae to fzoH fte? 


If the characters are defeated in this battle, the Lightning 
Fists bind them and pack them into crates in one of the 
shipping cars, leaving them there until the Lightning Fists are 
well oft the train. If, on the other hand, the characters start 
mopping up the floor with them, the Lightning Fists turn and 
run, Ronnie (or Fixer, if Bonnie's down) yells to the gangsters, 
"Holocaust Plan I" The Lightn ing Fists attempt to gather up their 
unconscious comrades and climb to the root of the train, 
heading towards the rear and jumping off the back into a 
snowbank, while the gangsters disappear into the train, (lead¬ 
ing to a forward car wielding a remote-control device with a 
"dead man's switch." 

If confronted by the Street Fighters, the Lightning Fists or the 
gangsters tell them to bock off: there are explosive charges set 
on the bottom of the engine. ("Aha, Street Fighters! You'd better 
not take another step! This train is wired, see. and ill let go of this 
switch, we all go up together! Haa ha ha haaa!!!") If the players 
insist on trying to defeat them, they will gladly set off the bomb. 
They are terrorisfe, after all. and they love their work. If the bomb 
goes off, the engine goes up in a spectacular pyrotechnic 
display—killing the engineers instantly — and the train careens 
Into the chasm below, passengers and all. While this certainly 
provides the occasion for some heroics, it is tc be avoided 
If the Street Fighters do not intervene, the Lightning Fists will 
radio a secret Shadofoo base in the Alps for a helicopter la pick 
them up and take thorn to Rome The gangsters simply wait in a 
forward car, finger on the button, until the train pulls into the station 
in Rome, then deactivate the triggering device and get off the train 
casually as if nothing had happened. They leave the explosive on 
the engine, however, since st would be too risky to try So remove it. 

In other words, the Lightning Fists {or at least most Of them) 
should escape your characters this time The best course 
would be for the Fists to getaway as the characters are chasing 
after the gangsters. The Storyteller should avoid actually 
having the bomb go off—it would make the story take a really 
grim turn that isn’t really m the spirit of Street fighter— but 
the threat should be real, and if it’s absolutely necessary. 







To become different from what we are, we mom have some 
awareness of what we are Whether this being different result 
in dissimulation ora real change of heart, il cannot be realized 
without self-awareness Yet it Is remarkable that the very 
people who am most seif-dissatisfied, who crave most for a 
new identity, have the least self-awareness. They have turned 
aiwty from an unwanted self and,, hence , never had a good look 
at it. The result is that most dissatisfied people can neither 
dissimulate nor attain a real change of heart !hey are trans¬ 
parent and their ur i war i ted qualities persist through ail attempts 
at seif-dramatization and seif-transformation. It 1$ the lack of 
self-awareness which renders us transparent. The soul that 
knows itself is opaque. 

Bruce Lee, The T&o of Jeet Kune Do 


Scene Seven: When In Rome 

However the characters get to Rome. in glorious vrefory on 
the Transcontinental or ignominious defeat in a "borrowed" 
helicopter, they must hurry to the studio ot Lester Bertani. Sifu 
of the Bertani School of Kung Fu and one of Master Xaudo's 
former students. 

The I. ighr ning Fists, if th ey are sii 11 arou rid and ca pable. r u sh 
from the train station to a large van (approximately the size of 
a S.WAT. vehicle or large delivery truck) that is waiting for 
thorn with the motor running, if any characters watch the 
Lightning Fiais climb on board, they see lhat the van has at 
least 10 to ugh-looking hoods «n the back. 
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Chapter 3: II Trafor in our Midst? 




When the characters arrive, Jean makes a beeline for the 
nearest public telephone and calls the school—only to find that 
the number has been temporarily disconnected. At this point, 
desperation and anger begin to affect him. Magging suspi¬ 
cions about the characters come into his head, although he 
doesn't confront them with it just yet. Why does Shadoloo seem 
one step ahead of him? Are the characters actually in league 
with Shadoloo? Jean tells the characters that the dojo's phono 
is dead and starts looking tor reactions, trying to determine 
which of the characters is the Shadoloo spy, or If they all are. 

I fe also says that theyVe got to got to Bortani's school before 
Shedofco does. 

The characters need to figure out some way to get lo lhe 
school as quickly as possible: methods include jumping In a 
cab and yelling "Follow that vanT or Tenting for "borrowing— 
with every intention to return it!) a car and driving-with the 
accelerator floored the whole way. As the characters careen 
around the city streets as vendors and bystanders jump out of 
the way, cursing in Italian ("Damned tourists!"). Ask for a few 
driving rolls. Unless there's a botch, there shouldn't, be any 
major problem except tor dents arid mined paint on the car. A 
botch indicates the car crashes into ihe Shadoloo van in front 
of Bertanfs house, causing everyone in both vehicles to roll six 
dice for damage, and effectively destroying the car (Ihere 
goes the security deposit!) 

Ben an i, a barret-chosted bruiser with a gaudy bauble of an 
earring and a huge handlebar mustache, looks more like a 
circus strongman than a Kung Fu master He stands outside 
his small house in one of the run-down sections of the city, with 
20 irate Italian Kung Fu students at his back. Behind them 
stands Master Xaudo, a trait elderly Chinese man, looking 
weary but defiant. When the characters arrive, the Shadoloo 
goons and any surviving members of the Lightning Fists are 
getting out of the van. There are to goons (use the Tough 
writeup from Street Fighter), armed with lead pipes, chains 
and knives. 

Upon seeing the characters, the Lightning Fists realize they 
are hopelessly outnumbered and that the advantage of sur¬ 
prise is gone. They rapidly starl climbing back into the van. 
Bonnie (or another surviving member) will (ell Master Xaudo, 
"Well bo back for you. old man. after a quick call lo our friends 
in Barcelona!" If the characters have boon through "Tourist 
Trap" from Secrets of Shadoloo or make a successful 
Intelligence+Arena roll (difficulty G). they recognize that 
Barcelona is the main stomping ground of Vega, a World 
Warrior who is high in the ranks of Shadoloo, and who has an 
army of Spanish Ninja at his command. 

Jean has an emotional reunion with Master Xaudo, who tolls 
him that Inland (his Friend at Interpol) learned !he Lightning 
Fists were on board (he Transcontinental and managed to 
warn Master Xaudo. But even with the characters there and 
Bertani’s loyal students ready to Fight, they simply can't hope 
to stand again si both the Lightning Fists and Spanish Ninja, 
with Vega possibly backing them up. Master Xaudo says that 
Ihe only place he can now be sure of his safely is with his most 
powerful former student, Gamal Oebesenef, whom Master 
Xaudo knows has a near-fortress In the deserts of Egypt. 

He turns to the characters and thanks them for their assis¬ 
tance; since they have already gone this far, he asks (hern it 
they would consent to help ael as his bodyguards until they get 
to Qebosenet’s estate. In return, Master Xaudo will leach the 











Rising Storm Crow maneuver to whomever of their team is 
“most ready" (i.e., has the prerequisites)'. 

Jean has had enough, end at this point he explodes. "No, 
Master!’ tie exclaims. "It's loo dangerous! I think that one of 
these Street Fighters is workrng for Shadoloo!" He than ac 
cuses whichever characters) he believes to bo the most 
suspicious. In addition to any good evidence that's come up 
during the course of play (e.g.. Sbadoloo agents consistently 
"missing" a specific character. or a character always being 
elsewhere when lhe attacks have come), Jean uses as "evi¬ 
dence" the following items' 

* Jean told the characters that Master Xaudo would flee to 
Rome, but there was nothing to tell the Lightning fists that— 
nevertheless, they knew exactly where to go and even had 
people wailing. 

* The Lightning Fists "just happened to be" on the very same 
train that the characters were on 

* The characters seem to know so much about Shadoloo 
(assuming they do). 

Jean posits that one (or all) of the players are the "real" 
Shadoloo agents trying to kidnap Master Xaudo, and that the 
Lightning Fists arc merely distractions. He challenges the 
players to prove otherwise The Street Fighters, in their de¬ 
fense, have the following points. 

* Jean came to them asking for help in the first place, not the 
other way around. 


■ The characters have pretty much been with Jean the whole 
time — how could they coordinate actions with the Lightning 
Fists? In response. Jean suggests that the suspect has a 
transmitter hidden somewhere, and demands she submits to 
a search. 

Jean will not be satisfied with anything less than a thorough 
search of \ he characters' possessions for evidence of Shadoloo 
connections; however, he will defer to Master Xaudo's judg¬ 
ment in the matter. It Is, of course, unlikely that Master Xaudo 
suspects thecharacters of ignoble intentions; he is a wise man, 
fully deserving the title Situ, 

Master Xaudo knows that Jean is being a bitoverprotective, but 
since he has no way to know what the characters are actually like, 
he waits to see their response to this accusation, It they come up 
with a quick answer, as though they were expecting to be 
accused, he is also suspicious. On the other hand, if they reply 
with a reasonable denial or acquiesce ("Fine, you don't want us to 
come, we r lt leave") or are witling to submit to a reasonable test, 
Master Xaudo is convinced of their honor. But while a bit of 
indignation at the accusation is understandable, if they become 
truly enraged, he will believes them honest but unsuitable to learn 
the Rising Storm Crew. ("It is a powerful technique," he says, “and 
easily misused by one who is quick to succumb to anger.") 

If Master Xaudo remains unconvinced, he says, I’m afraid I 
must agree with the concerns of my pupil. I thank you for the 
assistance you’ve rendered, and withdraw my request. Farewell." 
If the characters choose to leave, the story is over as far as they're 
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concerned. The players hear in future sessions that Jean and 
Master Xaudo were captured by Shadobo. tortured and forced to 
reveal their secrets, and then kilted. Obviously, though, this is a 
course to be avoided as much as possible. If the characters 
choose to help Master Xaudo in spite of his concerns (by following 
him in secret and popping up to rescue him when he needs help), 
(hey will gain a lot of temporary Honor for [heir noble deed. 

rf Master Xaudo belreves the characters to be .honorable, he 
apologizes for his student's overzeabusness, and once again 
asks for their help. They must hurry and leave before The 
Lightning Fists return to Bertani's studio with reinforcements; 
having already boon the indirect catalyst for one dojo's slaughter, 
Master Xaudo wishes to do everything possible to prevent it from 
happening again. 

The next flight to Cairo is by way of Athens. Greece, and 
leaves within an hour—the onty drawback, is thal the aircraft is 
a huge intercontinental cargo plane, which won't exactly be 
comfortable. On the other hand, the plane is large and open in 
the mid die with a nose which flips up, allowing forklifts full of 
crates to be loaded. So it makes the perfect place for practice 
ing and learning a new maneuver 

11 takes two hours to fly to Athens, and then two more to get 
to Cairo in the wee hours of the morning. During this lima. 
Master Xaudo begins to teach the Rising Storm Crow to 
whichever character has been chosen, while the other char¬ 
acters sleep, practice, or whatever. If the characters' manager 
is still cooling his heels in Brussels. Bertani can arrange 
passage. 

Seene Eicw 

The Tew Closes 

The Cairo airport is nearly deserted, except for the 
control lower staff and the night crow who will begin 
unloading (he plane when it has landed. Jean says r “Well, 
it look s I i ke we h ave—how do you say? G iven Sh adoloo the 
slip?" 

Master Xaudo tells the characters thal the best way to 
get to Oebesenet's estate is by chartering a helicopter 
Unfortunately, the various offices at the airport are all closed. 
i he characters have to wait at the airport until 9:00 am, go into 
town to get a hotel room or try to find another way to get out to 
the desert. The Storyteller should try to encourage paranoia in 
the characters at this point; although at the moment they’re 
perfectly safe, each mechanic carrying a monkey wrench 
might bo advancing on them, every briefcase someone carries 
could conceal a bomb and everyone seems to be slyly observ¬ 
ing them. 

Once morning comes, finding transportation is easy, a I 
though nobody the characters talk lo knows of any kind of 
estate out in the desert. It they charter a helicopter, the pilot, 
Rashid, has a map with Qebese net's home marked on it enfy 
as "Private Installation—No Trespassing." 

Traveling out to the estate is dull: 100 miles of red Egyptian 
sands, occasionally punctuated by a hill, oasis, or even the 
odd stone ruin if the Storyteller knows Rashid, who speaks 
English with a very thick Arabic accent, regates the characters 
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with all sorts of "fascinating" trivia about fhe area: “Cairo, which 
Is catted Al-Qahfrah in Arabic, is the largest African city. Wo are 
now near the ruins of Memphis, one of the great cities of ancient 
Egypt Did you know that even though we are in the northern 
half of my country, in ancient limes this was called 'Lower 
Egypt?' This was because it was downstream on the Nile, 
which is the longest river in the world and one of the few that 
flows from south to north. You see the desert before us? In the 
ancient times, it was called the 'Red Land.' while the area 
around the Nate was called the 'Black Land!' This is be¬ 
cause,,.' . efc., If the Storyteller knows something about ancient 
Egypt, she can pad this out ad nauseam, This is the same 
routine Rashid gives the tourists. 

Arriving at the compound should make the characters 
nervous, it is a large, sprawling paramilitary base, acres of 
wooden and brick buildings, surrounded by a 15-toot chain- 




link fence and patrolled by armed guards and dogs. A 
hastile-sounding voice over the radio demands In Arabic (hat 
the occupants of the helicopter identify themselves. Master 
Xaudo tells Rashid to inform the compound that Master Xaudo 
has come to see Gama I Gebesenef, Rashid passes on this 
mpssage : and the helicopter is finally given permission to land. 

There is a large open grassy area in the center of the 
compound, where Rashid lands (he helicopter. It is grassy, 
watered via a sprinkler system—a new oasis within the hostile 
and barren desert. Directty across from the helicopter is a very 
large, impressive building That appears to be a fusion of an 
Egyptian mosque and a European fortress. Qebesenef, wear¬ 
ing a vaguely military uniform with medals and decorations, 
comes up to the helicopter and bows politely to Master Xaudo, 
then embraces him warmly Speaking in Chinese., he says, 
"You are welcome, Master Xaudo, as are your guests. Please 
come Inside. r He then escorts the party to the building. Anyone 
watching Master Xaudo notices that he seems distinctly un¬ 
comfortable—ho knew that Gama I had an estate with guards, 
but this military base is a lot more than he had imagined. 

The gates of a large building open, revealing a targe tiled 
courtyard with an ornate fountain in (he center Watting in The 
courtyard arc the Lightning Fiats and 20 soldiers with guns 
trained on The characters. Bonnie (or another survivor), clearly 
impressed, says, “You were right. Phoenix, he was headed 
here the whole time ' Gama! Qebesenef merely laughs. 
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There in the shadows, looks like a hand 

Without its owner to give it a command... 

H'$ got a purpose, but! don't know what it ts 

S'm rn trouble! 

There in the streets, looks like a man 

But something's wrong that I don't understand. 

His eyes are open, but they don t see a thing, 

His skin is peeling off. his bones are sticking out— 

I'm getting scared'! 

—Oingo Boingo, '‘Dead or Alive" 

Scew Nme: 

PzKON 6S$ Of A Ha^m, 
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The characters are surrounded by soldiers and arc, lor ihe 
moment, merely enforced spectators. Any attempt to tight 
would be a fatal miscalculation. 

"Yes, Master/ Qobosonef says to Master Xaudo, who is 
shocked and dismayed. "I am the Phoenix: the Lightning Fists are 
my servants. I have achieved much power since you and I last 
met Turnmg to the characters, he says, "And I have hoard much 
of you, Street Fighters. The Lightning Fists have told me of your 
skills. You've certainly caused my poor Ms Brown no small 
amount of difficulty. I can use such powerful warriors in my cause." 

'Why have you brought me here this way, Gamal?" Master 
Xaudo demands. 

"If you please, Master, [ am Phoenix now I am both descen¬ 
ded and remcar natron of Ramses the Greal, and it is my 
desliny to rule." 

"Why do you want me?" 


"Because there is something I need from you. I am poised 
to conquer the organization which I have hitherto served—my 
agents are nested deep within. ready to strike at my command. 
But i cannot control Shade loo until I control its leader. M. Bison, 
and make him my general. To do the I, I need to bo able to beat 
him rn single combat." 

"You seek the Rising Storm Crow ' 

“Exactly With it, I shall make Bison take his rightful place at 
my side as I become Ihe firsi Pharaoh to walk the Earth in two 
millennia. Shadoloo will be the spies and secret police of my 
new Egyptian Empire! 

"Never," Master Xaudo says, indignantly. "I would not teach it 
to you before because I knew you were not spiritually strong 
enough for the self-restraint it requires, most certainly will nol 
teach it to you now That you are bent on a mad plan to dominate 
the world That is not the way of Kung Fu, and it is not the way of 
my teachings!" 

Phoenix strides forward, rage in his eyes, grabs Master 
Xaudo by the throat and shakos him, "You wilt teach me, old 
man! This is not your choice to make! The gods have chosen 
me. and it would be sacrilege and conceit to defy them! Teach 
me. or i shall kill you in the name of Fla!" 

Master Xaudo replies calmly, Then kill me. Better that the 
secrets of the Majestic Crow be lost to man than to fall >nto the 
hands of one such as you " 

Enraged. Phoenix throws Master Xaudo Id the ground, as 
Bonnie in the background snorts, "Yeahi Kill him! Kill him!" 

"Be silent!" Phoenix snaps. As Jean helps Master Xaudo back 
to his unsteady feet, Phoenix turns to the characters, saying, "Who 
among you will join me? I shall teach you many secret and deadly 
fighting techniques You will be lords in the new Empire." Any 
character who makes a strong relusal gains a po^nt of temporary 
Honor and Glory, while a death-defying insult gives them an extra 
point ol temporary Glory li a character pretends tojom, Joan is 
outraged at tier, catling her a cowardly, disgusting traitor and 






cursing her to hell. (Any character who actually agrees to join 
deserves everylhing he gets.) 

“Very well," Phoenix says. "You are right, Master Xaudo: 1 
cannot kill you—particularly not after alt the effort used to hring 
you here. But the same is not true for your students and 
associates. Guard! Take these prisoners the catacombs." 
Jean and any of (he characters who defied Phoenix are led 
from the room. Turning to Master Xaudo, he says, "You have an 
hour to change your mrnd. If you persist in your refusal after that 
time, you will watch as these prisoners die, one by one. And I 
assure you I will select a most painful method of execution," 
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Any characters who pretend to join ll ie Phoenix's organization 
are in a good position to help their companions later on. but not 
right away. As Jean and the other "loyal” Street Fighters are 
dragged off tome dungeon, the Phoenix orders the double agent 
to approach him. He grabs the character by her faw, staring 
deeply into her eyes. The character must rolls her current Will¬ 
power (difficulty 7) to keep from lUnching. If she doesn't flinch, 
Gamal will trust tier and order a guard to show her to quarters in 
the main building (in his mind, she's brave and can obviously see 
(hat he's destined to rule—it doesn't make sense, but he's a 
madman). If she does flinch, h@ $ay$, "You may be telling the 
truth, but it's too early to know, You will stay here for the lime 
being." He directs her to stand with the Lightning Fists as he 
changes into his ceremonial robes for the upcoming executions. 

Bormie is not happy with any characters who gain Phoenix's i 
favor Recalling ihe Lightning Fists' earlier difficulty with the I 
characters, she sees 1 he new "afly" as a threat to the security 1 
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of her position (and rightly so). She watches her like a hawk, 
an d d i$ c red its or s-abotag es—h er at the earl ie st o pportu n ity 

SCENE T£N : 

The Catacomb 

The characters are herded at gunpoint down into the cata¬ 
combs. The compound's main building is built on top of an 
ancient Egyptian crypt, which has become the basis for 
Oebesenet's belief that he is the reincarnation of Ramses. 

The characters are aJf placed in a circufar chamber and the 
door is closed. The floor then tilts, sliding them down into an 
opening pit below, and tills beck up to become the ceiling of 
a, chamber which they now share with some very old skeletons. 
The pit has only one d^comlble exit, a locked steel door which 
has obviously been installed in more recent times. The door 
has a small window ihrough which can be seen a torch-lit stone 
corridor that is lined wrth hieroglyphs. No guard can bo soon, 

Any reason ab le attempt o n the part of the etwee ters should 
bo sufficient to open the door. Be creative: it may require 
repeated side kicks, six successes on an extended Strength 
roil, or clever use of string and chewing gum, Ones they're out 
of the pit, however, the trouble begins. 

The catacombs are dark, dusty and hot. They arc designed 
to keep intruders from breaking in. (The actual crypts are 
another level down: there are many deadly traps and horrible 
fates waiting there, but they are beyond the scope of this 
supplement—although the Storyteller should feel free to ex¬ 
pand the catacombs if she desires,) The characters are on the 
middle level and trying to get out. so many of the traps here are 
easy to spot and circumvent. Sco the map and sidebar tor the 
layout Of this fevel and the traps that are dangerous to the 
characters. The level above has been permanently cleared 
because Phoenix was losing too many agents by accident: 
gelling out of it is easy and no map is necessary. However, 
there is one that the characters have no way of spotting or 
avoiding. 


Eleven: The 

Chamber of Ssfs Visions 

So 0 the map for a detailed plan of this chamber, Constancy 
flowing up from the well is a hallucinogenic gas which fills the 
entire chamber It is only visible as a greenish mist that seems 
to crawl up Ihe sides of the well and spill out over the Moor. The 
gas causes nightmarish visions, which arc suggested by 
whatever is pertinent to each character tears, for example 
(such as tho ones in the film Young Sherlock Holmes). 

To help victims of this gas gel info the proper frame of mind, 
the builders of I he chamber put in statues of dark Egyptian 
gods and monsters. Specifically. Set (who appears as a 
human with the head of a dog I ike animal with a long curved 
snout), Sobek (who appears as a human with the head of a 
crocodile), a wereSeopard and a we revulture (humans with the 
heads of a leopard and vulture, rospectivefy). 

When tho characters enter the chamber, they are immedi¬ 
ately affected by the gas. Some may believe the statues have 
come to life and are attacking them, although in reality they're 
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VISION CREATURE Style; NONE 
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jusi standing still and silent, as they have for over 2,000 years, 
Others may believe another character to be either Phoenix or 
one of the Lightning Fists, whichever one they loathe the most 
Alternately, a character who has any particularly traumatic 
experience or has a particularly strong enemy might halluci¬ 
nate about that instead. Jean, also affected by the gas. 
believes that the ghosts of his slain fellow students (massacred 
in Scene Three) are rising ou( of the well and trying to drag him 
down into perdition for having failed to save them. He is 
understandably screaming in soulfuf anguish and trying to 
"tight them off." Use the Vision Creature write-up provided 
below, 

The only way to stop the hallucinations is to get out of the 
chamber—but that won't be easy! Joan believes anyone who 
comes near him to be one oi the ghosts and attacks him 
immediately. 1 he characters have to find some way.to fight off 
their own ghosts while getting him out of the room. Milk this 
scene for all it's worth—this Is a great storytelling opportunity, 
Any players who suggest torments for their characters and 
play the role to the hilt (perhaps going as far as voluntarily 
having their characters not recognize the hallucination for 
gamp time) should get extra experience points. 

Each turn after the first, the characters may make a roll oh 
Wrts+Perception (difficulty 6) to realize that They're hallucinat¬ 
ing. This does not make the hallucination go away, but the 
character realizes that it doesn't make sense and is not reat. At 
this point, spending a point of Wilfpower enables the character 
to see the situation as it really is for the duration of the turn. On 
the next turn, he again sees the hallucination unless tie wishes 
to spend another point of Willpower. 
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Behind them small flashes ol fa ding light marked the 
receding station Without warning, something appeared 
in the sky in place of it which was brighter then the 
glowing gas giant, brighter than its far-off sun. Fora few 
seconds the eternal night became day. No one dared 
took directly at it. Not even multiple shields set an high 
could dim that awesome flare. 

Space titled temporarily with trillions of microscopic 
metal fragments, propelled past the retreating ships by 
the liberated energy of a small artificial sun. The col¬ 
lapsed residue of the battle station would continue to 
consume itself for several days . forming for that brief 
span of time the most impressive tombstone in this 
corner of the cosmos. 

—George Lucas, Star Viters 
From here, the course of the story is entirely depen¬ 
dent upon the characters. Their goal should be to escape 
with Master Xaudo and Jean, which could call for a 
helicopter or land rover chase across the dunes. How¬ 
ever, a better goal would be defeating Phoenix and the 


Lightning Fists in a climactic battle and destroying the 
compound. Possible ways to do this include: 

• Island: MasLer Xaudo's friend at Interpol is just a 
phone call away. If a character can get to the hase's 
radio room to call for help, Lei and has a special strike 
team in the air and at the compound in half an hour 
{particularly if the characters mention the Phoenix), 

• The munitions dump: although honorable Street 
Fighters disdain the use of guns, as a ruie, there's 
nothing wrong with blowing up a munitions dump (and 
probably half-a-dozen vehicles along with it) to cause a 
diversion and make a spectacular entrance. 

• Infiltration, there are plenty of uniformed guards 
around; knocking out a handful and stealing their uni¬ 
forms would not be too difficult. Once In uniform, the 
characters have relatively free run of the camp, although 
people higher in the ranks might order them to kitchen 
duty or stop them if they look suspicious . 





$C6N£ Tu/EL[?£; 

Ceremony 

While the characters have been in the catacombs 
fighting shadows, Phoenix has for the first time donned 
his full regalia. Not content to merely kiiI his prisoners, he 
has made it his first ceremony as the new Pharaoh to 
formally execute them as enemies of the Empire. When 
the characters finally get to the surface, Phoenix is in the 
tiled courtyard, leading most of the camp's troops in a 
prayer to the old gods; he is wearing bright yetlow robes 
and a leather vest, and a hawk-headed hood covered 
with gold trim and rubies. He is also wielding a heavy 
gilded wood staff crowned with a large sun symbol. 

Master Xaudo sits near him P in a "seat -of honor," 
watching the spectacle with a combination of sadness 
and revulsion. He once considered Gam a I his best 
student and a good friend, but now thinks of him as 
nothing more than a cruel madman. The Lightning Fists 
look on with detached amusement. They don’t care if 
their boss "has a few bats in his belfry," as Bonnie might 
put it—he pays well and so far has never been wrong in 
his plans, so his eccentricities are noneof their business. 

Should the characters burst in on this scene, with or 
without troops raining down from Interpol helicopters, 
Phoenix will is quite upset: "Defilers! How dare you 
interrupt a prayer to the gods?" He orders The Lightning 
Fists to kill the interlopers. Jean will run to aid Master 
Xaudo. should he be attacked by soldiers, or vice versa; 
Master Xaudo is certainly brave, tough, and more than 
competent, but he's still an old man and likely to be 
defeated very quickly against dozens of young and 
slightly-unhinged soldiers). 

When most or all of the Lightning Fists are defeated, 
Phoenix says, "Ra. Lord of the Sun, give me your blessing 
and strength to defeat these defilers! ,P and wades into the 
characters. This guy is really tough, so the players will 
have to be clever to defeat him, particularly if they're 
weakened by the fight with the Lightning Fists. 

Throughout the proceedings, the Phoenix's troops will 
more or less play the rote of audience, first ordered by 
their leader to let the Lightning Fists finish off the Street 
Fighters, and then simply staying out his way when he 
gets involved. It any of the Phoenix's soldiers (there are 
40 on base) do get involved, use the Soldier description 
in Street Fighter for combat information. Ideally, the 
characters [or dean) have contacted Leland, and the 
soldiers will be occupied with Interpol agents or similar 
forces. Chances are good that many will scatter when 
things start to look bad. 
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When Phoenix escapes or is captured and the battle 
ends, the story is pretty much over. However, there are 
likely to be a lot of loose ends that still need to be tied up. 


If Cam my shows up, she tells the characters that she's 
been on the trail of the Phoenix for some time. She 
learned from Leland about Shadoloo involvement in the 
massacre at the Brussels farmhouse, and has been 
chasing the characters ever since. "You looked good out 
there," she says, "Real good. I've a feeling we’ll foe 
seeing more of each other." Then. with a wink at the most 
attractive male in the group, she heads for the helicop¬ 
ters. The characters don’t gain any Honor or Glory, but 
have made a valuable contact 

Hmsm Xwe© tm J©w lektewte 

It they survive, they are very grateful to the characters 
for their help. Master Xaudo offers to continue teaching 
the same character Majestic Crow Kung Fu. and be¬ 
comes a Level 4 Sensei for her if she wishes it. 
Furthermore, all characters gain two points of temporary 
Honor and Glory if Jean survived and an additional three 
points if they saved Master Xaudo. 







Chapter 5: The Bio Finish 



Jean is not interested in joining the characters' team, 
but becomes a dose ally who can he called on in the 
futu re N ow that he fine I ly feels that h e c a n trust the Street 
Fighters, he is more than willing to return the assistance 
which they so generously offered. 

1m Pmm 

If the characters merely escape from the compound 
without striking a serious blow to The Phoenix, they have 
gained a powerful enemy. The Phoenix will continue to 
run his terrorist organization and work for Shadoloo, but 
does not attempt to confront Bison for uni ess ho con find 
another maneuver as powerful as the Rising Storm Crow. 
It is likely that Bison tires of the incipient Emperor and 
takes care of him before ho becomes a true threat, but 
the Phoenix can still provide many more threats to the 
Street Fighters until that time arrives. The characters 
each gain a point of temporary Glory for having the guts 
to cross his path and live. but they will not gain any Honor. 

If the characters destroy Phoenix's base but allow him 
to escape. M. Bison gets word of what Phoenix had 
planned and issues the order, "Find him and kill him," 
Phoenix goes into hiding until he can get the chance to 


destroy the Street Fighters who ruined his plans, but 
that’s another story. Tho characters each gain two points 
of temporary Glory and one point of temporary Honor. 

If the charactersdefeat Phoenix and destroy his base, 
depositing him in the custody of Interpol or the British 
Special Agency, he stews in a cell for a few months until 
he is found dead by the guard one morning. There is no 
visible cause of death, but he is bleeding from the ears. 
Bison strikes again! The characters will gain two points 
of temporary Glory and two points of temporary Honor for 
destroying the Phoenix's operations and capturing him. 

Twe Ikmwing Pkk 

It is likely that a few of them die over the course of the 
story; the surviving Lightning Fists scatter and are not be 
seen as a group again, although individuals certainly 
cross the paths of the characters in the future, seeking 
revenge. Here Harrison and Sanjo have room for re¬ 
demption, and future storylines could revolve around 
them turning into honorable characters, albeit ones with 
checkered pasts. Bringing one Of these poor wretches 
“back to the light" is a good follow-up story to The 
Perfect Warrior, and could gain the characters yet 
more Honor. 
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Jean was always a bit of a misfit; a smallish boy prone 
to bookishness, he was constantly on the receiving end 
of abuse at school, until the day the old man came 
to the farm. He was an Asian man, far 
from home, and he 
asked the boy to 
get his parents. 

When Jean called 
them out, the old 
man said, "I wish to 
work the land; lama 
simple man who loves 
the quiet life. If you will 
allow me to stay here. I 
will work for you. All I ask 
in return is a small amount 
of food." 

His parents were unwilling at 
first "I know much that is useful," 
the old man said, gesturing at Joan’s 
latest bruises. "I can teach your son, for 
example, how to avoid getting into fights 
at school." His parents looked at Jean, 
then the old man. "We'll try it for a few 
days, and see,' r his father said. 

The old man. Master Xaudo, became a part Of 
the family almost immediately. Jean very quickly 
learned Kung Fu; the fights at school rapidly 
became less frequent and eventually stopped alto¬ 
gether, as none of the other boys dared to challenge 
him, But Jean was learning wisdom, too; ho never used 
his skills for persona! glory or even well-deserved re¬ 
venge. A few of his childhood antagonists even became 
his Friends as they realized the foolishness of their old 
behavior. 

Master Xaudo asked Jean not to go to public Kung Fu 
tournaments with his ski Ns, because the wide publicity of 
such events did not suit him; Jean knew, however, that he 
had to have a challenge if he were to continue to improve. 
So ho asked for permission to fight in the underground 
tournaments, and Master Xaudo agreed—provided that 
Jean would not bring attention to his Sifu’s existence. But 
Jean's skill was such that he quickly attracted people 
who wanted to learn his art. Almost all were turned 


away but a small handful were accepted by Master 
Xaudo, provided they worked the LeMonte farm for free. 

For Jean, the past several years have 
been the best of his life—but that will quickly 
change by the dark tendrils of Shade loo... 

Playing Jean: You are honest, up¬ 
right, ti rave „ and honorable. You are deeply 
honored to have been chosen by Master 
Xaudo. and you are fiercely loyal to him, 
You hope to one day be a master of 
Majestic Crow Kung Fu, so it won't 
disappear from the Farth when 
your Sifu finally passes from 
this life, 

While you are generally a 
happy person, during most of 
this adventure you are de¬ 
pressed, somewhat morose and 
a little suspicious—the massa¬ 
cre in Scene Three is a major 
blow, from which you will need 
quite some time to recover. 
If Master Xaudo should per¬ 
ish , you wi 11 b I a me you rself 
and the Street Fighters, 
and be bitter about it tor 
years to come 
Appearance: Joan 
is light-skinned, of me¬ 
dium height and slight 
of build, and covered 
with taut muscles. 
His hair is short and 
medium brown, and 
he usually has an 
earnest expression on his face. Out¬ 
side of the ring ho generally wears 
casual loose-fitting clothes and 
sneakers; inside the ring he wears a 
traditional Kung Fu uniform and slip¬ 
pers. 

Quote: To study under Master 
Xaudo is a groat honor , and I strive to 
be worthy of it. 
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Xaudo was born in China in 1902, to a poor 
peasant farmer. He spent his childhood wander¬ 
ing from place to place, getting Into trouble and 
picking up bits of knowledge. One day he 
wandered into a small shop on a dark and 
empty street. The owner, an ancient man with 
a long white beard and a very peculiar 
sense of humor, saw something more 
in the young Xaudo than just an¬ 
other wayward youth. The ancient 
took it upon himself to become 
Xaudo's Situ, teaching him the 
vanishing art of Majestic Crow 
Kurtg Fu. 

When th e Nati o nai i sts an d Com¬ 
munists gained firm control of the 
Chinese Republic in 1937, the old 
man and Xaudo fled. They spent 
many years traveling across Asia 
until the old man died helping refu¬ 
gees escape war-tom Peking 
during Worid War II. After the 
war. Xaudo stayed in Taiwan, 
then called Formosa, until 
martial law was declared in 
1949. 

Xaudo traveled to the United 
States, where he began teaching 
Kung Fu to Chinese immigrants 
and their families in San Francisco 
and fighting in tournaments. He stayed 
there until the late 1960s; he left the U.S. in 
annoyance at Bruce Lee's teaching methods 
and philosophies, believing Jeet Kune Do to be 
a "shapeless mish-mash." While he has since 
admitted 1 that Bruce Lee was a very capable 
martial artist and that there is something to Joel 
Kune Do after all. he still prefers the more tradi¬ 
tional techniques he learned from his master. 

Afte r winnin g worl d c ham pton s h i ps in Kun g 
Fu in 1968 and 1969, Xaudo retired from the 
public eye—partially to pursue his teaching, 
partially due to his age. and partially be¬ 
cause ho was gaining too much notoriety. 

After several clashes with the Chinese Tri¬ 
ads and many other organized crime 
groups, he was becoming the target of 
assassination attempts. Traveling across 
Europe, he ended up in Italy, where he 


opened a small school. There he taught Lester 
Bertani. who later wont on to open his own 
school of Hung Gar Kung Fu, and Gamal 
Qebesenef, whom he always regarded as his 
best student. Unfortunately, despite all 
Gebosencf's skill, Xaudo felt that his 
student lacked a certain strength of 
character—Xaudo's intuition led him 
to have doubts about Qebesenef’s 
moral qualities, and Xaudo's doubts 
caused him to send Qebesenef 
away. 

Disappointed, Xaudo ^/ent back 
to traveling. Eventually he spotted a 
young boy set upon by a crowd of 
other boys; though he was badly 
outnumbered, the boy, Jean 
LeMonte, was able to fight them off 
long enough to escape. Jean had courage 
and a brain; all he needed was a teacher. 
Reminded ot the boy he had been so long 
ago. and of the old man who had taught him 
so much. Xaudo went to Jean's home and 
offered to teach him. 

Playing Master Xaudo: You arc the 
archetypal wizened ancient. Your body 
has become fraii over the past few years, 
yet you have an active and agile mind. 
You still delight in the things that made you 
happy in your youth—Nature, being with 
invert ones, and your martial art, You enjoy 
piri te d d e bate an d d isc u S3 ions of phi¬ 
losophy h and you love to help people 
learn and grow. 

Appearance: Master Xaudo 
is a small and frail Chinese man, 
balding in the front with long, thin 
white hair in the back. He generally 
wears simple clothing. He is stately and 
dignified, but he usually has a wry smile. 
Note: Master Xaudo knows a number of 
Special Maneuvers, but those listed are his 
preferred ones; furthermore, because of his age 
and frailty, he can only perform one Special Ma¬ 
neuver every three turns. 

Quote: People think that emptiness is a negative 
thing , but look at an empty jar. If the jar were full, you 
couldn ? use it tor anything. But because it's empty, you 
can use it! Therefore its emptiness is positive. 




Name: MASTER XAUOO Style: MAJESTIC CROW 

Player: School: 

C h ron i C I e: PSP-fSCT WA&W OR Stable: 


Social 

Strength 99000 Charisma OOOOO 

Dexterity 99000 Manipulation OOOOO 

Stamina 90000 Appearance OOOOO 

fames — 

7 al 6 W Skills 


Alertness 99900 Blind Fighting 00000 

Interrelation 99000 Drive 00000 

Intimidation 99000 Leadership OOOOO 

Insight ©®0©§ Security OOOOO 

Streetwise 99000 Stealth OOOOO 

Subterfuge OOOOO Survival OOOOO 


— famines 


Uemmes 


ALLIES 

99900 

Punch 

OOOOO 

arena 

••••0 

Kick 

OOOOO 

COWflCTS 

•••00 

Block 

OOOOO 


OOOOO 

Grab 

OOOOO 


OOOOO 

Athletics 

OOOOO 


OOOOO 

Focus 

OOOOO 


OOOOO 




Diary 

••••••0000 

□□□□□□□□□□ 

Honor 

•••••••••• 

□□□□□□□□□a 


Division! 


Rank: 


Standing 

Wins 

Losses 


Draws_ KOs, 


Cut 

••••••••00 

□□□□□□□000 

V/iLLPovea 

•••••••••0 

□□□□□□□□□□ 

Health 

oooooooooo 

□□□□□□□□□□ 

oooooooooo 

□□□□□□□□□□ 


Team: 

Concept: wise master 
S ignature: nods 


Mm al 

Perception 99990 

Intelligence 99999 

Wits ••••o 


fCNomwes 


Arena 

Computer 

Investigation 

Medicine 

Mysteries 

Style Lore 


99999 

OOOOO 

99000 

99990 

99999 

99999 


Spem MfiNeums 

MONKEY GRAB PUNCH 
MI55CE REFLECTION 
Dl/H WRK 

HUNDRED HAND SjAP 

IRON CLAW 

FOOT SWEEP, SPINNING FQCT SWEEP 
DEFLECTING PUNCH 
PUNCH DEFENCE 

KICK DEFENSE 
LIGHTNING LEG 

THROW 

CHI KUNG HEALING 

RISING STCRftl CROW 

zen no mrw 

T fctf HULC •. LAFAflCE .'F *lC4»E .««<u 
VERS. Su r THESES FtEPPESE.vT HlS PREFERRED 
Of £6: FLJJTHErt/vkl’fie BBC#u5£ OF*flS -USE -WO 
FRAILT'r' HE CAt\ ONI* FEPF3W ONg ElffiRr 
THREE TURN* HE HAS ALSO LOST THE fl&t-'Tr TO 

mow OU1 C*Lt ENOUGH TO 00 COMBO* 

Experience 


flp 1) eniJix 1: Cast of Characters 












































fippendix I: Cast of Characters 


ftOHWET £««.»« Of 

r^ H . The sllJ dents were 


the plane trip 10 Cairo. ^ told me ^ ~ 

- When 1 was very y otjn 9 ■ * was a great master of the 

■Many yaa(sago.Ivlina- practically 

=gSsS:sS 

j5sS2r==«= ; -;- 

'^wwdlnm atadettW-l^ fining, *?*«*£ 

-One morning- instead at me y but obedient to 

■h Yon ma^Lcamnw^me Coriou^ ^ m m 

ssas §|ss§ 
became en 

charged them. 


f 3—-■r'S^s*s| 

:s:-™Sr::s™® r& 

sS522s»-~- 

tote a.Mnistachn^ wmj|d gracio u S ly teach ml ( 
''Oh, yes. master, i v 

his second student . caching it to nia i 

"Turning to me & |MI 

,MW ^dent. The othets were 

“'NO, master, rep 1 "* 

shochedl ; them \\ student said, 'l *® 

learn fm ditensa agaitislthisj^^ ve students- 

jssssass-r-— 


$NWiONtSl5 

fuc Lightning fa* 5 


... They move in dark old places of the world: 
tike mariners, once healthy and dear-eyed, 

Who, when their ship was holed, could not admit 
Ruin and the necessity of flight. 

But chose instead to ride their cherished wreck 
Down into darkness; there not quite to drown , 

But ever on continue plying sails 
Against the midnight currents of the depths, 

Moving from pit to pit to Sightless crag 
in hopeless search for some ascent to shore; 

And who, in their decayed , slow voyaging 
Do presently lose alt desire for light 
And air and living company-from here 
Their search is only for the deepest groves, 

Those farthest from the nigh-forgotten sun ... 

—William Ashbless, "TheTwelve Hoursof the Night" 


The Lightning Fists are terrorists first and Street Fight¬ 
ers last, They fight on the circuit partly for practice, partly 
for fun but mainly as a cover for the various activities or 
errands they may be on for Shadoloo or the Phoenix. 
They am known throughout the circuit for their aggres¬ 
sive demeanors and dirty fighting. 

Complete write-ups are provided for so that the Light¬ 
ning Fists can be more than just "bruisers" in your 
chronicle. Most of them are beyond redemption, but 
there is still hope left for some. 

The Storyteller is free to change the statistics of the 
Lightning Fists (or any character) as necessary to tailor 
them to the capabilities of the Street Fighters in her 
Chronicle. 







There are kids whom you meet and think im¬ 
mediately, "This kid is rotten to the core." Bonnie 
was one of them. 

Bonnie’s parents were a fairly ordinary sub¬ 
urban American couple, firmly planted in the 
middle of the middle class; they knew that 
Bonnie was a mean-spirited brat, but they 
never realty had a due as to why, nor just how 
mean she was. 

Bonnie ran away when she was 14 
years old. finding her way to the streets 
of New York, where she hooked up with 
a gang of tough runners who were just 
as nasty as she was. Within a year, she 
was involved with the gang's leader, 

Within another six months, he was in jail 
(she set him up} and she took his place. 

Her gang started making waves in 
New York: running drugs, attacking 
other gangs, running extortion rack¬ 
ets: anything that made a profit by 
causing someone else pain. Bonnie 
really went for in a big way. So it was 
inevitable that she would be shoved 
into a limo at gunpointand taken to one 
of the underground offices of Shadoloo. 

A boss, seen only in shadow and referred 
to as "Mr. Black; offered her very simple 
terms. She and her gang could lake their orders 
from Shadoloo and get stinking rich or They would 
contrnue to operate on their own and die. Bonnie, 
in her own polite way, refused: she spat in his 
face and tried to claw his eyes out, 

Although she left the office alive, within two 
weeks the entire gang was dead except for 
Bonnie and her right-hand man, Fixer. When 
"Mr, Black" again extended his offer, she took it. 
She never regretted the "choice.” Since joining 
Shadoloo she’s found a whole now world of pain 
to inflict and has received combat training from 
some of the world's best brawlers, plus she now 
earns more money from one job than she got in 
six months of working solo. 




Several months ago she was ordered to 
start cruising the Street Fighting circuit and 
to form a team. She knew Fixer had to be 
part of it, and he recommended Hercules 
Harrison, a pro wrestler he’d done some 
drinking with, After watching a few tourna¬ 
ments, and always looking for and recruiting 
the fighters who took the most joy 
from beating their opponents sense¬ 
less, Bonnie formed the Lightning 
Fists. 

"Mr. Black" then dropped a bomb¬ 
shell on Bonnie: she wa^moving to 
Egypt Without ever explaining why, 
he provided them with first-class tick¬ 
ets on a flight to Cairo, where they 
were met at the airport by members 
of the Phoenix's organization. They've 
been loyally serving Phoenix ever 
since. 

Playing Bonnie: Hurting things 
is fun. Lots of fun, There's nothing 
that makes you laugh more than 
watching a dog limp after you’ve 
kicked one of its rear legs out from 
under it, or seeing the shock on a 
Street Fighter's face when you knee 
him real hard in the groin during a match. 
Sure, the audience boos, but who cares? 
They’re all losers anyway. 

Appearance: Bonnie is a Short, in¬ 
credibly tough-looking young woman 
whose most common expression is a sneer 
of vaguely-amused contempt. Her hair is a 
short and wiry, mouse-brown wad. In or out 
of a fight she wears men's U.S. mi Fitary pants 
gathered at the waist with a string, a brown knit 
shirt with long sleeves, combat boots, a beat- 
up brown leather jacket, and fingerless leather 
gloves. When she wins a fight, she draws 
back her fist and pulfs in her elbow, say¬ 
ing, "Yyyes!" 

Quote: Did that hurt? No? [CRUNCH!] 
How about that? 
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•••00 

•0000 

••000 

•0000 

•0000 

•0000 


Special MAuewm . 


EAR POP 


HEAP BUTT 


SPINNING BACK FIST 


POUBLE-HIT KICK 


POWER UPPERCUT 


m THROW 


JlW 


Combo*; {XMM.E-HIT KICK - POWER 
UPPEROPT (Q\ZZY) 


ROCK - 5FINNIN6 SACK FIST 


SmeiEHCE 




































Something about the notion of a small amount of 
white powder causing such a violent death fascinated 
Mustafa; of course, his little brother was quivering and 
gasping at his feet, if only he hadn't drunk from the 
goblet—it certainly wasn't Mustafa's fault; Mustafa 
told him not to drink it. There was nothing to do but 
write a fake suicide note and be gone, 

Mustafa was the first-born son of a phar¬ 
macist in Diyarbakir. Turkey. He learned 
much from his father, and his family ex¬ 
pected him to take over 
the business when his 
father retired. While 
Mustafa did greatly 
enjoy chemistry, he 
was never particularly in¬ 
terested in making medicine 
that made sick people well. Anybody 
could do that. He was always more inter¬ 
ested in the harder task of making healthy 
people sick without anyone knowing how it 
was done. When the police managed to 
prove that Mustafa had poisoned his 
brother and sent him to jail, he learned 
some valuable iessons about how to poi¬ 
son people more covertly. Unfortunately, 
be was in jail, where it couldn't do him 
any good. 

While there, however, he met KuoTa, 
a That kickboxer and a wandering rep¬ 
robate who was imprisoned for the 
attempted murder of someone who'd 
made a nasty (and biologically impos¬ 
sible) comment about his ancestry, The 
two made a deal: if Kuo Ta helped Mustafa 
escape with him, Mustafa would in turn 
ensure that Kuu Ta's new enemy would 
die within a week. The two of them broke 
out and spent a happy year wandering 
together, Kuo Ta learning to poison, and 
Mustafa learning fo kickbox. Eventually they 
entered a Street Fighting contest and won. 

Kuo Ta enjoyed it out wanted to move on, while 
Mustafa found that boating someone almost 
to death with his fists (and knees and 
feet and efbows...) was just as much 
an arL form as poisoning was, and 
much more profitable provided he 
didn't have to worry about the police. He decided to 
become a full-time Street Fighter, and it wasn't long 
before he was spotted by Bonnie and joined the Light¬ 
ning Fists. 


of this 


Playing Mustafa: You have a cold, Intel¬ 
lectual curiosity about inflicting pain and death. 
You aren't matter-of-factiy sadistic like Fixer, 
or angry and crude like Bonnie; you 
just thinkthat killing people is inter¬ 
sting. in the same way some 
people play with model 
trains or collect 
stamps. You always 
carry a huge 
leather bag full of 
poisons and anti- 
dotes.^as well as 
several books on 
the subject. You 
also enjoy the in- 
t e I I ectua I 
stimulation of trying 
to out-think your op¬ 
ponent in the ring. When 
someone comes up with an inno¬ 
vative move or a clever trick, you 
are likely to compliment her on it, 
then promptly steal it for your 
own routine preferably killing 
the technique's creator so no¬ 
body will learn it isn't yours. 

Appearance: Mustafa is 
an dark-skinned man of me¬ 
dium height with a short and 
bushy black beard. He is 
usually smiling and ap¬ 
pears to be quite friendly, 
although inside he's prob¬ 
ably thinking about his 
favorite hobby. He usually 
wears a turban and what- 
eve r c I oth i ng i s ap p ropri ale 
to the moment. In the ring 
he wears silk trousers and 
a billowy silk shirt. He also 
wears a silk belt, which he 
can whip off in an instant 
to use for a Neck Choke 
Hold (one of his favorite 
ways of dispatching op¬ 
ponents). 

Quote: Three drops 
on the end of a dart will 


make a very convincing*bee sting, "yetbe instantly fatal. 
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‘Appendix ]: Cast of Characters 


Name: MUSTAFA 
Player: 

Chronicle; perfect WfiRfQOR 


Strength §#fOO 

Dexterity ••••O 

Stamina •••00 



Style THAI KICKBOXING 
School: 

Stable; 


— Ammes— 

Social 

Charisma OOQQQ 

Manipulation 00000 
Appearance 00©00 


Team; lightning rsts 
C oncept ASSyASSIN 
Signature: 6USHy-BEy4RD GRIN 


Mental 

Perception •••OO 

Intelligence ••••• 

Wits •••00 


f\mTIES mm 

Skills Knowledges 


Alertness 

Interrogation 

Intimidation 

Insight 

Streetwise 

Subterfuge 


•••OO Blind Fighting 
•••00 Drive 

••000 Leadership 
••OOO Security 
•••00 Stealth 
•••00 Survival 


00000 Arena 
OOOOO Computer 
00000 Investigation 
OOOOO Medicine 
OOOOO Mysteries 
QQ@QO Style Lore 


••000 

••000 

•oooo 

••••o 

•••00 

••000 


A WANTAGES 


ALLIES _. •••00 

._••••o 

RESOURCES _ •••00 

__ OOOOO 

_OOOOO 

__OOOOO 

_OOOOO 


Clary 

•••0000000 

□□□□□□□□□a 

Honor 

oooooooooo 

□□□□□□□□□a 

Division:__ 

Hank:___ 

Standing 

Wins_Losses_ 

Draws,_ KOs_ 


Tecr/NiQues 


Punch 

00000 

Kick 

OOOOO 

Block 

©0000 

Grab 

OOOOO 

Athletics 

00000 

Focus 

OOOOO 


Chi 

••••••0000 

□□□□□□□□□□ 

Willpower 

••••••oooo 

□□□□□□□□□□ 

Health 

oooooooooo 

□□□□□□□□□□ 

oooooooooo 

□□□□□□□□□a 


Special Maneuvers 

mONKE/ GRAB PUNCH 

POWER UPPERCUT 

TRIPLE STRIKE 

FIXING KNEE THRUST 

BACK ROLL THROW 

NECK CHOKE 
THROW 


Combos: BLOCK - NECK CHOKE 
MCfl/E - NECK CHOKE _ 


Experience 



































Sanjo was not a popular boy. His earliest 
memory i$ of his mother cursing him and 
saying, "Why do you have to eat so much? 

Wo are going broke trying to feed you! 

You should die so we won't have to Keep 
paying for you!" Other childhood memo¬ 
ries include being taunted by his brothers 
and sisters- being beaten and humiliated 
by schoolmates: and being ceiled “slow 
and stupid" and "a mistake of na¬ 
ture" by his teachers. 

Then one day came the 
realization that he didn't 
have to take it gracefully. 

His parents had told him 
over and over that since 
he was so much bigger 
than the other kids, he 
mustn't fig ht wi th them— 
but these same parents 
also laughed at him and 
called him "little cow." 

One day, while being 
mercilessly picked on 
by the school's most 
handsome and popular 
boy, Sanjo decided 
enough was enough. 

That open-handed slap 
was a liberating moment 
for Sanjo; the blood and 
loud cry of his persecutor 
were like a blazing banner 
and victory shout. When the 
boy's partners in crime pined In 
the fight, Sanjo let it all out—all the 
anger and hatred, all of the 
self-loathing brought on by a lifetime 
of rejection—in a glorious display of 
violence. 

When his parents heard, they were 
delighted. "Aha. you're finally good 
for something!" they said. "Yes, yes. 

It's okay for Sumo wrestlers to be fat 
and slow! Nobody expects them to 
be handsomer 

So it was that Sanjo was shipped off to 
a Sumo school, t ie excelled there, finally 
among people who liked him just the way 
he was, and didn’t insult him or tease him. 

But the anger was still inside; he'd lived with 
it for so long that he was unable to let it go. 

After becoming a professional Sumo 
wrestler, he was dissatisfied with the 
sport. He didn't enjoy fighting other 


Sumotori; he had far too much respect and affection for 
them. The only way he would be happy was it he 
could fight the kind of people who had hurt him so 
badly in his childhood 

When Sanjo heard about E. Honda's suc¬ 
cesses as a Street Fighter, he knew that this was 
the answer. He savored every bout—particularly 
those against handsome Japanese men. One 
day. while mopping up the tloor with an old 
schoolmate who'd gone on to study Ka¬ 
rate, ho was spotted by Bonnie Brown, 
At first he wasn’t interested in join¬ 
ing Bonnie, afraid that he'd get 
ribbed for being too slow for a 
"Lightning Fist" but Bonnie said 
the magic words— "beat their 
heads in" — and he signed up. 
Playing Sanjo; You are 
slowly getting to the point 
where you don't want revenge 
on the whole world, although 
you haven't quite realized it 
yet. While the anger and 
pain of your childhood was 
once your driving force, 
you're going through the 
motions now. Your mind 
and spirit are on "automatic 
pilot:” do whatever Bonnie 
tells you because she's the 
boss. You never put a lot of 
thought into what your life 
has become since you 
■started working with Shadoloo, but 
a major change In your current 
lifestyle might make you think. 

Appearance: Sanjo is an in¬ 
credibly tall, round Japanese man 
in his late 20s. His hair is of medium 
length, except for the back, which 
is very long and usually braided 
While he’s not the epitome of Japa¬ 
nese male attractiveness, he's 
certainly not as ugly as his parents 
made him out to be. In the ring, he 
usually wears the traditional Sumo loin¬ 
cloth; outside the ring, he wears 
whatever is appropriate to the situation, 
usually tending towards formality. Ho is 
generally expressionless, although 
flashes of anger show when he is 
pained or frustrated. 

Quote: Fine joke. Let's see 
you laugh when (have smashed 
you like an insect. 


'Appendix 1: Cast of Characters 


Name: banjo hidetoshi 
P layer: 

Chronicle; perfect warrior 



style: SUMO WRESTLING 
School: SAAUOLOO 
Stable; 


Arntmes* 

Social 


Team; lighting fist 
C oncept: HIT THEM BACK 
Signature; SNEER 


Hemi 


Strength 

Dexterity 

Stamina 


Charisma 90000 Perception 99000 

44400 Manipulation 40000 Intelligence 44400 

99999 Appearance ©9000 Wits 44000 

Attunes ■■■ ■■ 

Skills Kumems 


Alertness 40000 Blind Fighting 90000 

Interrogation 44000 Drive 90000 

intimidation 49444 Leadership 00000 

Insight 44000 Security 94000 

Streetwise 44400 Stealth Q400Q 

Subterfuge 94000 Survival ©0000 


AWANTfipeS 


lEonmuts 


ALUES 

44400 

Punch 

©©©90 

BACKING 

••••0 

Kick 

ooooo 

RESOURCES 

•••00 

Block 

ooooo 


ooooo 

Grab 

ooooo 


00000 

Athletics 

ooooo 


ooooo 

Focus 

00400 


ooooo 




G lory 

•••0000000 

□□□□□□□□□a 

Honor 

0000000000 

□□□□□□□□□a 

Division:_ 

Rank:_ 


Standing 

Wins_Losses, 

Draws_ KOs_ 


Cm 

••••••0000 

□□□□□□□□□□ 

WfUMWER 

••••000000 

□□□□□□□□□□ 

Health 

•••••••••• 

□□□□□□□□□□ 

••••••0000 

□□□□□□□□□□ 


Arena 49900 

Computer 00000 

Investigation 40000 

Medicine 40000 

Mysteries 90000 

Style Lore 44400 


Special Maneuvers 

ew fop 

mm butt 

FOOT SWEEP 

5H0CKW/WE 

BEAK HUS 

6RAFFLIM 6 DEFENSE _ 

KPJEE BASHER 

THROW 

5PINMftl6 fOOT SWEEP 


Combos;. 


Experience 



































Fixer never talks about his past, and 
Bonnie's never asked. He was in the gang 
when she joined, he was fairly decent to 
be around and he had a brain that was 
all she needed. When she took over the 
gang, he naturally fell into place as her 
assistant and closest confidant. 

Some things Bonnie has figured out 
over the years: Fixer could be a leader it he 
wanted to, but he doesn't. He likes to 
make sure things get done, but he 
doesn't like the spotlight or deal¬ 
ing with people jockeying for 
his position. If he thinks oth¬ 
ers are messing with him, 
he just beats them sense¬ 
less once or twice; if they 
still don't get the message, 
they get a bullet. 

She suspects that Fixer got 
his name because of his me¬ 
chanical and technical 
know-how: if something's broken, 
he can fix it.; if it isn't broken, he 
can make it work better. On pass 
ports and such he's listed as “Joe 
Corcoran," which is a name "Mr. 

Black" made up, as far as Bonnie 
can tell. 


Playing Fixer: You're the 
glue that holds the Light¬ 
ning Fists together, 
Bonnie has the moxis. 
Here and Sanjo have got 
the muscle and Mustafa 
does the dirty work, but 
you're the brain. You don't 
play dumb games, and you 
don't let anyone play with 
you. You've got a hard-bitten 
sense of humor that you occa¬ 
sionally share with BoRnie, but 
almost never with anyone else. You 
have no great plan in your life; you 
lost all ambitions when your family 
died. 

Appearance: Fixer is a white male 
of medium height, with shod white hair 
that always looks disheveled, and he 
has a constant three-day g rowth of board. 
Outside the ring, he wears multi-pock¬ 
eted baggy utility clothes, a belt with 
electronics tools and key rings hanging 
from it, an old U.S. army surplus field 
jacket and fingerless gloves. In the ring, 
“ixer wears a black sweatshirt, black 
weatpants and black sneakers. He al¬ 
ways has an aloof expression — he isn't 
impressed by anything or anyone. 
Quote: Put up or shut up, 
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Nil me: RXBR 

Player: 

Chronicle: ferfbgt WAP&m. 


Style karate 

School: 

Stable: 


/) 7T£/EU7£S« 

Social 


Strength 

Dexterity 

Stamina 


Alertness 

Interrogation 

Intimidation 

Insight 

Streetwise 

Subterfuge 


••••0 

••••o 

•••00 


•••00 

•••00 

•0000 

•••oo 

••••o 

••••o 


Charisma 0©000 

Manipulation O0OOO 

Appearance ooooo 


fames 

Sic m 


Blind Fighting 
Drive 

Leadership 

Security 

Stealth 

Survival 


famiwes 


lecumues 


ALLIES 

•••00 

Punch 

ooooo 

BACKING 

••••0 

Kick 

ooooo 

resources 

•••GO 

Block 

ooooo 


ooooo 

Grab 

ooooo 


ooooo 

Athletics 

ooooo 


OOOOO 

Focus 

ooooo 


ooooo 




Glory 

•••0000000 

□□□□□□□□□a 

Honor 

oooooooooo 

JJJJJJJJJJ 

Division: __ 

Rank: ___ 


Wins_ 

Draws 


Standing 

_ Losses_ 

_ KOs_ 


Cm 

••••000000 

0 0 0 0 _!□□□□□ 

Wfupow-Z 

••••••••oo 

□□aooooooo 

f leALW 

oooooooooo 

□□□□□ooooo 

oooooooooo 

oooooooooo 


Tear LIGHTNING FISTS 
Concept: C/NICAL GADOBTeBP, 
CROSSES ARMS, 
ALOOF SMIRK 


Mental 


Perception 

Intelligence 

Wits 


IOO 

••••• 

10 


ooooo 

ooooo 

ooooo 

ooooo 

ooooo 

ooooo 


Arena 

Computer 

Investigation 

Medicine 

Mysteries 

Style Lore 


•••00 


10 

*00 
••000 
••000 
••ooo 


Social Mfihieuvezs 

FCWEK UPPERCUT 

TRIFLE feTFHKE 
DOUBLE DPBm KICK 

DOUBLE-HIT KICK_ 


DEFLECTIVE PUNCH 


PUNCH DEFENCE 


Combos: BLOCK - 5 PINNIN 6 

B^CKRST 


BrnKtewe 






































was spotted by Fixer, who was recruiting for the Light¬ 
ning Pests. Fixer recognized the shell of a man and knew 
what was happening to him. "Look,' he said, "if you go 
on like this, you're going to be in the gutter by the end 
Of the week. I know some pee pie who arn hiring, and you 
fit their bill. But you've got to do some pretty ugly work," 
“What do( care?" Here replied. 'It doesn't 
make any difference now? 

So Hercules joined the Lightning Fists. 
He does what Bonnse says, she hands 
him a wad of money, and he gets some 
kind of anesthetic to make the memory 
go away long enough for him to steep, 
Here's killed more tharwonce since 
joining the Lightning Fists,, but he 
feels no remorse.. What’s another 
death on his hands?Whal'sexlor- 
tion, drug runn ing, terrori sm ? He’s 
going straight to hell, so what 
difference does it make? 
Playing Hercules: You 
were, once upon a time, a good 
man. Boisterous and obnoxious, 
self-centered and a bit narcissistic, cer- 
lamly, but a] your heart, you were a good 
man. The accident in Madison Square Gar¬ 
den destroyed that man, and has haunted 
what remains of him every day srnco, You 
constantly distract yourself so that you 
won't hear the cracking sound, so-you 
won't relive the event. You are a tor¬ 
mented soul aching for redemption, 
but you believe that you 11 never find it. 

Appearance: You're the Olym¬ 
pian ideal: six and a half feet tall, with 
huge, rippling muscles, a square jaw 
and a cleft chin. But instead of the 
shallow and fun-lovf ng showman that 
you were, you now have eyes lhal 
are sunken and dark, and wear a 
pained frown. Instead of being a 
tower ol strength, you're now a 
brooding mountain of regret. 

In the rang. Here generally 
wears a dirty T-shirt, boxer 
shorts and sneakers. The 
bright red leotard is long 
gone. Outside the rung, he 
wears whatever is appro¬ 
priate to the moment, 
although he tends to¬ 
wards somber, casual 
clothes, 

Quote: Okay , / 
brpikf? his Sags like 
you asked, if you 
need me, HI be 
at the bar 


"Please weteome to Madison Square Garden, 
ladies and gentlemen, the Georgia Giant, the 
Atlas of Atlanta, the Strapping Stud of Stone 
Mountain, HERCULES HARRISONf" 

The crowd was going crazy as Hero burst 
through the auditorium doors, wearing a gaudy 
red span dexwelght-liftlng outfit that showed off hi? 
huge chest and enormous arms, and followed 
every ripple of power down his back and 
legs. He strode to the ring, drinking 
in the applause, and stooped to 
pose before climbing in. The 
audience loved every second 
of it and so did Hero. 

‘And the challenger, the 
Thunder from Down Under, 
the Master pF Melbourne, 

LEATHERBACK I ‘ The 
crowd booed as Here's op¬ 
ponent climbed into the ring, 
tearing off a cheap dressing 
gown to reveai a bright gold- 
and-green leotard and gaudy 
gree n body-and-face paint with 
a crocodile motif. 

*Say," thought Here, “this guy's 
pretty good ' 

Ten minutes and a lot of sweating and 
grunting later. Here was in a vicious hold— 
Leatherback was good! In a desperate 
move, Here twisted, wrapped his mas¬ 
sive arms around Leatherback's neck, 
and pulted. 

There was a cracking sound. 

There was silence. 

Six months later, Hercules Harrison 
was convicted of involuntary man¬ 
slaughter, sentenced to probation and 
time served, and released onto the 
streets of New York city He was a 
wreck, he hadn't slept soundly fin all 
that time. Every night, fust as he 
drifted off to sleep, there was a 
cracking sound. 

There was sitence. 

Fi n al ly. there was onFy on e thi ng 
to do, if ho couldn't fall asleep, he 
could damn well knock himself 
unconscious with liquor. Unfortu¬ 
nately, he had this annoying habit 
of waking up the next day. forc¬ 
ing him to resort to getting drunk 
again in order to sleep once 
more. He had no job. and no 
future; ait the money he'd 
made as a pro wrestler 
was gone. 

Before he hit rock 
bottom, however, he 
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pendix 1: Cast of Characters 


Name: TtERCULES" HARR I SON Style. WRE STL ING 
Player: School: 

Chronicle: perfect warrior Stable: 

Social 

Strength MIH Charisma 0990 0 

Dexterity ##900 Manipulation OOOOO 

Stamina ####0 Appearance ##©#0 


Team: lightning fists 
Concept: BROKEN OLYMFIAN 
Signature; walks away 
S\LENTLY 

Hemt 

Perception ##000 

Intelligence ###00 

wits ##000 


tomes 


Skills 


iiNwiems 


Alertness 

#•000 

Blind Fighting 

OOOOO 

Arena 

•••#• 

Interrogation 

•••00 

Drive 

ooooo 

Computer 

OOOOO 

Intimidation 

••##0 

Leadership 

ooooo 

Investigation 

ooooo 

Insight 

••000 

Security 

ooooo 

Medicine 

ooooo 

Streetwise 

•#•00 

Stealth 

00000 

Mysteries 

•0000 

Subterfuge 

••000 

Survival 

##ooo 

Style Lore 

•••00 


AmWAQES 


lecumm 


Alices 

•••oo 

Punch 

••000 

SACKING 

••••0 

Kick 

••000 

RESOURCES 

•••00 

Block 

•®Q00 


ooooo 

Grab 

00©*0 


ooooo 

Athletics 

•••00 


ooooo 

Focus 

•oooo 


ooooo 




Glory 

••••••0000 

!_!□□□□□□□□□ 

Honor 

00000 ooooo 

□□□□□□□□□□ 

Division:___ 

Rank:__ 


Standing 

Wins._Losses, 

Draws_ KOs 


Cm 

••••000000 

□□□□□□□□□□ 

V/lLLPOWH 

••••000000 

□□□□□□□□□a 

HSALIH 

•••••••••• 

□□□□□□□□□□ 

• ••• MOOOO 

□□□□□□□□□□ 


Specm Mwem-ns 

BUFFALO PUNCH 

HEAP Bi/TT 

BACK BREAKER 

BEAR HUS 

BRAIN CRACKER 

5RAFFUNS DEFE NSE_ 

IRON CLAW 

NECK CHOKE 
PILE PFWgR 

5UFLEX 

THROW 

Combos: BLOCK - 5UFIEX, 

IRON CLAW ■ ftltLVM&LMZZYl 


£w-nmoe 



































,0, j'l\WC 


Castor Mitaxis vaguely remembers his old life as a 
Greek sailor in the Mediterranean and being in need 
of money, being offered a job by some-seedy look¬ 
ing men, of beginning his training at the island base 
of JVIriganka... 

...then ad becomes hazy... 

Castor M haxi s i s a fairly typ ical Reven a nt, 
a character type described here for the 
benefit of Storytellers who have not read 
Secrets of Shade loo 
Revenants are the soulless husks of the 
unfortunates who tried to learn M. Bison's 
punishing art of Ler Drit and didn’t make it: 
there's something in the psychic condition¬ 
ing central to Ler Drit that unleashes a part of 
the mind better left alone. 

Revenants feet no pain, pleasure, fear or 
other emotions. When they lose all their Health, 
they die, and their bodies crumble into a foul 
dust leaving barely a skeleton behind. They 
can operate in society, but they can’t really 
initiate more than the most basic of actions, so 
they follow commands given to them by M. 

Bison or the Theons of Heavenly Unity in 
Mriganka. Mitaxis' orders were to obey the 
Lightning Fists, and that is what he does, even 
if they should order him to jump in front of the 
Transcontinental as it barrels down the tracks. 

Revenants have two special powers which 
are not described in Street Fighter. Psychic 
Rage fa.k.a "the Poison Haze"), and 



Psychokinetic Channeling. Spending one Chi point 
on Psychic Rage causes a target to go into a berserk 
battle fury, using his most powerful attacks against 
the nearest person, friend or foe. The target must be 
within a number of hexes equal to the attacker's 

Wits+Foe us, and both attacker and target make 
Willpower-vs-Willpower rolls (using permanent 

■ ratings to determine success). Each turn after 

■ the Rage has taken hold, the target may make 

■ a roll on his permanent Honor against the 
I attacker' s Man i p u lat ion to b reak tree. If e ither 
I opponent is knocked unconscious or killed, 

B the Rage automatically ends. Note that vie- 

■ ti ms lose Hono r from any disho norab le actions 
B they take under the Rage, even though they 
f had no choicef 

To u se Psyc hokfn etic Channeling, the attacker 
spends one point of Chi to get +2 Damage on any 
of the six basic combat cards; blue psychic energy 
crackles around the fighter's hand or foot as the 
punch or kick lands. 

Playing Castor: You are littte more than a 
zombie; you five to serve M Bison. Bison has 
commanded you to obey the Lightning Fists. You 
will obey the Lightning Fists. 

Appearance: Castor is a tall, swarthy man of 
Mediterranean cast. He wears a plain business suit 
and dark glasses that cover his eerie, glowing blue 
eyes. When he leaps into combat, his eyes crackle 
with unholy energy. 


Name: CASTOR /vutaxis Style: LER c?RiT Boss: shapOLOO 

Strength 

•••00 

Charisma #0000 

Perception 

MO GO 

Honor 

Dexterity 

•••GO 

Manipulation #0000 

Intelligence 

MO GO 

Glory 

Stamina 

••••0 

Appearance OOOOO 

Wits 

MOOO 

Rank 


Other Traits 


ALERTNESS 

•GOOD 

QQQOG 

PRIVE 

•GOOD 

00000 

INTIMIDATION 

•MOO 

00000 

STEALTH 

©MOO 

00000 

STREETWISE 

MOOO 

ooooo 

zu&mmiQE 

MOOO 

00000 


00000 

ooooo 


00000 

ooooo 


00000 

ooooo 


00000 

ooooo 


00000 

ooooo 


Mamie vers and Powers 

Speed Damage 


Punch: Jab 

Strong 

Fierce 

Kick: Short 

Forward 

Roundhouse 

Grab 

Block 

Movement 


Willpower 

0000000000 

□□□□□□□□□□ 

Health 

0OOfll*00O©tOOOOOOOOO 

□□□□□□□□□□□□□□□□□□□□ 


Chi 

•#••#00000 

□□□□□□□□□□ 


psrcMOKWEnc awm.w 

*0 

-2 


Psycmc raise 

0 

(SPECIAL) 

0 

jump 

6 

0 

2 

THROW 

r 

7 

t 


















































































endix 1: Cast of Characters 




fake over The Phoenix, hut to radically &h<Ft fihe nature ol the organization lo til 
his own desites, 


Shortly. The Phoenix was under Gcbesenefs lirm control. Despile Ms claims 
fn Bison that he was a lerrorisMor-hire. the actual goal ot the organization was 
to establish himself as the first Pharaoh ot ihe new Egyptian Empire. He began 
to refer lo himsdl in person and 
correspondence as “the Phoe■ 
nix," and ordered that his 
servants and members- of the 
organization do the same, 
Although raised a Sunni 
Muslim, Qehesenet sought 
out and eventually lound a 
cult that worshipped the an¬ 
cient Egyptian pantheon, and 
has been actively promoting il, 
Fte forces all members ol the Phoe¬ 
nix organization to swear oaths 
declaring themselves to he faithlul to 
the old pods [whether they actually are 
or not), and regularly leads them in cer- 
emonies. 

For the past six years, Phoenix has been 
consolidating and building his power base in Egypt. 
He supplies arms, training and information lo any and 
all groups that will pay his price, and has been known to 
reduce his rates tor pro-Arab—and particularly 
pro- Egyptian—grou ps U nfo rtu nafely, megalomania has been 
gradually eating away at his mind, The more powerful he grows. 
the more convinced he becomes that he Is in fact Ramses reborn, 
destined by the will of Fla to become the new Pharaoh ot Egypt 
and, eventually, Ihe entire world. He has managed to keep this a 
secret from M. Bison, tint as Phoenix grows more and mere 
grandiose. Bison will certainly catch on and come down hard 
Phoenix is dangerous and powerful, to be sure, but he still 
can't compare lo Bison. Nevertheless, this relative "power¬ 
less ness" does not by any means negate the threat he can 
pose to anyone else. 

Playing Phoenix: You have been chosen by Ra. 
lord ol the Sun, to once again establish Egypt and the 
rule of the Pharaohs as su preme— whi le yo u currently 
haw to M. Bison, you know that one day he will serve 
you as one of your most dedicated followers, You 
are calm, edi icaied and charm ing, but beneath it al I 
is a ruthless heart and a calculating mind that is 
slipping Into a downward spiral ot madness and 
megalomania 

Appearance: fn best champagne-villain 
style, Gamat Oetesanel is tall, dark and hand¬ 
some. He is in peak physical shape and always 
wears the mosteleganl clothes money can buy. 
His hair is dark, cul short and receding slightly 
at the temples. His eyes are smoldering dark 
orbs, which become wilder and more erratic 
the further he descends into madness. 


Quote: Soon — mysoon—Ishaii 
once again bring glory la my 
land and my ancestors!' 


Tygerf Tyger! burning bright 
In the loresls ot the night, 

What immortal hand or eye 
Could frame thy fearful symmetry? 

William Blake, ‘The Tyger" 

GamalGebesenef (pro¬ 
nounced H ja-MAL 
KEB“se-nef) was born 
and raised in Cairo, Egypt, 
to 5 wealthy family that 
claimed direct descent from 
Ramses II, one ol the most 
powerful of the ancient Pha¬ 
raohs. From a very early age, 

Gamal routinely met and 
played with oil-wealthy sheiks, 
royalty, ambassador and poli¬ 
ticians. Quickly he learned that 
diplomacy was the art of doing the 
nastiist possi bte fh mgs to people i n 
the nicest possible way 

Feeling that the hest way to insure 
his personal safety in ihe dangerous world 
ol politics was lo I earn a martial an. Qebesenei 
convinced his parents to get him the best train¬ 
ing money could buy, and leveled to England, 
where Master Xaudo was currently teaching. The ancient 
Silu was impressed with the young: Egyptian's 
sel t-d isctpl ine and drive, an d was fooled by Gamal's ab ility 
to hide dubious motives in polite smiles. For three years 
Oehesenef pursued a grueling schedule, sludying Majestic 
Crow Kiing Founder Master Xaudu. Far two more years he 
worked even harder lo study the advanced maneuvers. 
Suddenly one morning, without any explanation, Mas¬ 
ter Xaudo dismissed him, refusing to teach him the 
Rising Storm Crow. On the surface, Oehesenef ac¬ 
cepted this dismissal stoically and without rancor. 

Inside, however, he was furious arid vowed to 
make Master xaudo pay 

By age IS, Gamal had returned to Egypl and 
was very active in politics, always taking a 
pro-Lgyptian stance, By the time he was25, ho 
was a major figure in Middle Eastern politics 
and in the relations between the various 
Arabic countries and the West in particular. 

He refused offers of political positions, 
but one group did intrigue him: The Phoe¬ 
nix, a radical paramilitary secret society 
whose long-term agenda was tu reestab¬ 
lish an Egyptian divine-right monarchy. 

Gamal decided that this organization's 
goals meshed perfectly with his own. 
which were among very similar lines, but 
he didn't wan! to be just another faceless 
gunset for ihis group He contacted 
someone he'd met during his years in 
politics—M. Bison—and convinced 
Bison to give him the military ant! 
economic support he needed. 

This allowed him to not only 


* 




Name; THE FHOENfX 
Player; NFC 

Chronicle PERFECT WARRlOR 



Slyle: MAJESTIC CROW 
School MASTER XAUDO 
Stable; NOT EVEN A LITTLE 


bmmes 


Team: 

Concept megalomaniac 
Signature: L00K5 TO THE £Kf, 
ARMS RAISED, LAU6H5 /VWJIACALU' 


Social 


HrnAL 


Strength 

Dexterity 

Stamina 


11099 Charisma 
90999 Manipulation 
••••« Appearance 


00000 Perception 
OOOOO Intelligence 
00000 Wits 


90009 

••••o 


Amnies 

Skills KNowieoaes 


Alertness 

••••• 

Blind Fighting 

OOOOO 

Arena 

00000 

Interrogation 

#•••0 

Drive 

OOOOO 

Computer 

•#•00 

Intimidation 

00009 

Leadership 

OOOOO 

Investigation 

•••00 

Insight 

••••0 

Security 

OOOOO 

Medicine 

•0000 

Streetwise 

••ooo 

Stealth 

OOOOO 

Mysteries 

••••0 

Subterfuge 

••••0 

Survival 

OOOOO 

Style Lore 

••••0 


Amices 


JecHWues 


ALLIES 

••••0 

Punch 

OOOOO 

RACKING 

••••• 

Kick 

OOOOO 

RESOURCES 

••••• 

Block 

OOOOO 

SWF 

••••0 

Grab 

OOOOO 


OOOOO 

Athletics 

OOOOO 


OOOOO 

Focus 

OOOOO 


OOOOO 




Cm 


Sr>eeiAi pAweuvm 

DRAGON PUNCH 

MONKE/ GRAB PUNCH 
HUNDRED HAND SLAP 

POWER UFFERCUT 

TRIFLE STRIKE 

DOUBLE DREAD KICK 

DOUBLE-HIT KICK 

hurricane kick 

STEPPING FRONT KICK 

deflecting funch 


Glory 

•••••••000 

□□□□□□□□□a 

Honor 

0000000000 

□□□□□□□□□□ 


••••••••00 

□□□□□□□□□a 


\X/tLLPOto£ft 

•••••••••• 

□□□□□□□□□□ 


IRON CLAW 

FL/IN6 HEEL STO/UF 

FIREBALL 

STUNNING SHOUT 


Division; 
Rank:_ 


Standing 

Wins_ _ Losses_ 

Draws_ KOs 


Wfifliw 

oooooooooo 

□□□□□□□□□a 

oooooooooo 

□□□□□□□□□□ 


Eminence 


Hp p endix 1: Cast of Characters 




































Appendix l: Majestic Crow Hung 



A relatively unknown variant of Kung Fu, Majestic Crow 
is an external Style—i.e.. I relies more upon muscle 
power and physicat prowess than on internal psychology 
and spiritual development. Its stances are somewhat 
similar to the Tibetan White Crane Style, although it is 
more rough-and-tumble, with many Grabs and Throws 
The history of the art ss obscure at best, its only known 
living master, Master Xaudo, attributes the ad to a Chi¬ 
nese shih (essentially a professional do-gooder) who 
lived sometime around A.D. 600 The shih was a master 
of quite a few different forms of Kung Fu, buf was not 
satisfied with any of them; he retired to the hiJIs outside of 
a small village to contemplate the problem. There, the 
story goes, he happened upon a crow caught by a snare, 
fighting with a fox that was trying to make a meal of him. 
The crow, held down by the snare and unable to 
escape, fought bitterly against its much larger opponent. 
Tho shth watched in fascination as the crow launched 
into a vicious flurry of heating wings and scratching 
talons whenever the fox would get close, The fox. for its 
part, repeatedly attacked and retreated, apparently at¬ 
tempting to exhaust the crow into submission. 3 ns pi red 
by this drama, the shih released the crow (annoying the 
fox. which according to legend harassed him from that 


day forward), and set out to design a new fighting Style, 
which he called "the Majestic Crow.” 

The style is based on a yin-yang pattern of alternating 
between keeping still or moving slowly, and launching 
into a blinding flurry of attacks using all limbs af once, ft 
involves many high-leaping forward kicks and claw-hand 
strikes, resembling a crow's raking talons, as well as 
rapid open-hand slaps , resembling the furious beating 
of wings. Rising Storm Crow, a unique Special Maneu¬ 
ver is one of the hallmarks of the Majestic Crow; it is 
hinted, however, that this is but the tip of the iceberg, and 
a host of other, even more powerful techniques exist, 
their secrets hidden in the Sifu's mind. 

Schools: In older times, there were a fair number of 
Majestic Crow schools in mainland China, but over the 
generations they gradually disappeared. Now only one 
Sifu is known to remain Master Xaudo. who is too old to 
teach full-time, He also has many enemies (most notably 
Shade loo, which he's crossed many times), so he tries to 
keep his location a secret. He takes but a handful of 
students al a lime, and then only instructs the best of 
those with the Style's advanced techniques. 


I* 






Manners 


Special 

Crow'Beats iL Wings (Hunt 
pim Nlak ( 5 ) 

Dragon punch (5) 

I Monkey Grab Punch H) 

I Rekka Ken (5) 

I Triple Strike (1} 

I Kick: 

I Air Hurricane Kickv) 

1 Backup Kick (3) 

I Double Oread Kick (3) 

I Double-Hit Kick {\) 

| Flash Kick (A) 

I Flying Thrust Kick (4) 

I Great Wall of China ( 3 ) 

1 Hurricane Kick (5) 

I Llahtnind Leg {*) _ 


Step pin 9 Front Kick (3) 
Whirlwind Kick (5) 

Block: 

San He (4) 

Grab: 

Air Throw (3) 

Crow’s Talon (Iron C.av 
l ^notingDefense ( 4 ) 


Rising btorm^'u* 
Athletics: 

Air Smash ("1) 

Cannon Drill (5) 

, Drunken Monkey HoH ! 
Flying Body Spear (3) 

Landing Crowding 

I Roiling Attack (4) 

1 wall Spring (1) 

I Focus: 

I G’niKung Healing W 
1 Fireball (A) 

I Flying Fireball (3) 


Stomp) (3) 


Improved 


Shout (3) 


Stunning 











Appendix 2: Majestic Crow dung Fp 



Me m bers: Anyo ne c a n jo i n w ho is d e d icate d eno ug h 
to find Master Xaudo and impress him. However, he is 
very particular about whom he will teach, and will dismiss 
anyone he feels is not up to the challenge. 

Concepts: Die-hard Kung Fu student, student of the 
esoteric, wandering do-gooder 
Initial Chi: 3 
Initial Willpower: a 

Quote: The crow is impassive and aloof, but can 
attack with incredible ferocity if provoked ." 

Ths Ktswt? $mn Cww 

The following new Special Maneuver is a rare move 
usually studied only as part of Majestic Crow Kung Fu. 
Prerequisites: Grab ***. Athletics ***. Throw 
Power Points: Majestic Crow Kung Fu 4. Kung Fu 5 
The Rising Storm Crew is a devastating maneuver 
based on the same principles ot leverage seen in the 
Thigh Press, only taken to a further revel of power. The 
fighter charges and grabs anything at hand on the front 
of her target (lapels, hair. ears): she then launches into a 
forward flip directly over her opponent. As she lands in a 


crouched positron (still facing the direction she starred 
In), she bends her opponent over backwards and pulls 
him over her head, using the momentum of the leap to 
fling him tumbling through the air. Damage is caused by 
both the forced backward contortion and the impact of 
the landing. Successful repetition of this maneuver can 
easily baiter an opponent senseless, 

System: The fighter must start at least two hexes 
away from her target when starting, and can throw the 
target In a straight line forward for as many hexes as her 
Strength. The target takes two damage tests: one at the 
fighter’s Strength-3 when the forced flip is initiated, and 
then another at twice the fighter's Strength when the 
target lands. Thus, a character with a high Strength 
throws the target farther and harder. The opponent 
automatically suffers a Knockdown, whether or not he 
takes any damage from either test. Both damage tests 
combine to determine if the victim is dizzied. 

Cost: 1 Willpower 

Speed: 3 

Damage: 3/x2 

Move: +2 (minimum Move 2) 
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LEGEND 


A PIT 

6 SHIFT 

C USHEBTIS 

D PIT OF SCORPIONS 

E LEVER 

F CAVE IN 

G PRESSURE PLATE 

K SPEAR TRAP 

I SMASHED WALL 

J DOWN TO CRYPTS 

K BOLT TRAP 

L TO CHAMBER OF SET'S 

VISION 
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From the Heart of the Desert 


A madman grows In power, seeking to restore the giory that was 
Egypt, Nothing, not even M, Bison, will stand In his way once he 
learns the secrets of Majestic Crow Kung Fu. But Master Xaudo, 
the style’s last living master, is an unwilling Situ, 

The Phoenix Rises 

In a harrowing chase across Europe and North Africa, the Street 
Fighters race to protect Master Xaudo from the Phoenix's clutches, 
learning that f riends may become enemies, enemies may become 
friends and fear can be one s greatest foe. 

Il The Perfect Warrior is a story for Street Fighter: The 
pi Storytelling Game, and Includes: 

m * A new cast of supporting characters to enrich your 
chronicle: 

M Majestic Crow Kung Fu, a rare and secret martiat art; 
Jj ^ * Storyteller hints, new combat rules and morel 


CAPCOM 


1-56504-552-1 WW9504 $9,95 

III 90000 


Capcom® is a registered trademark of Capcom Co, Ltd, Streetsghter m is a trademark of Capcom Co, Ltd, 







































